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Air to air and air to ground combat flight simulation 


Defeat the elusive Starglider in an amazing all-action combat 
flight simulation. The planet Novenia has been devastated by an 
evil tide of invading Egrons; single-handed, you must wipe out 
the enemy in explosive one-to-one combat. Swooping down with 
lasers blazing, you’ll need to take fast evasive action to avoid the 
barrage of enemy missiles. Exhilarating low-level attack and 
defence flight manoeuvres, coupled with a cunning strategic 
element, make STARGLIDER a classic among classics. 



Energy towers lie dead ahead 
defended by heavily armed Egron 
battle tanks 




Missile launched! Steer your TV- 
guided missile on target to annihilate 
the invader 



A Stomper and Walker close in. Laser 
fire is futile against these metal 
monsters 
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The Starglider swoops in to attack. 
Several direct hits are needed to 
destroy it 



The Walker attacks. Bank your craft 
to evade the lasers and prepare to fire 



A special mission. A devastating 
super missile has been located in the 
ruins of Novenia 
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Popular Computing Weekly 



Your Computer 


The games designers were aiming 
at the “best arcade shoot ’em up 
with vector graphics”... they have 
achieved this’ 

Commodore User Screen Star 


Has set a new standard in its class’ 

Commodore Computing International 
Mega Rating 


CBM 64/128 cassette 


CBM 64/128 disc 




Rainbird Software, Wellington House, 

Upper St Martins Lane, London WC2H 9DL 
Tel: 01-240 8838 

Rainbird Software is. a division of I I J 

British Telecommunications pic VJX 


Screenshots taken from Spectrum 48/128 version 
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ONLY THE BRAVEST FLY 




THE DEFINITIVE 

HELICOPTER 

SIMULATION 

BY D.K.MARSHALL 

TOMAHAWK - a stunningly 
realistic flight simulation that 
puts you in command of an 
Apache Advanced Attack 
helicopter. Flying low over a 
spectacular 3D real world 
display with over 7000 ground 
features - TOMAHAWK puts 
you in the hot seat. 

Ground attack and air-to-air 
interception is the challenge - 
day or night in the thick of the 
battlefield. Your combat mission 
is to locate and destroy enemy 
ground forces. It could be science 
fiction - it isn't - the Apache is for 
real.... the meanest, deadliest 
combat helicopter ever. 

You have the weapons, the 
machine.... climb in and prepare 
for take off! 


Spectacular 3D cockpit view 
with over 7,000 ground features. 
Authentic aerobatic 
performance. 

Ground attack and air-to-air 
interception, with laser guided 
missiles, rockets and 30 mm gun. 
Doppler navigation and target 
tracking. 

Day/Night vision systems. 
Cloudy, Crosswinds, 

Turbulence. 

Pilot ratings - Trainee to Ace. 
Impressive sound effects. 

Pilots Notes. 
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FOR ALL POPULAR HOME COMPUTERS 


ATARI Screen Pics 


SPECTRUM 



TT Racer 48/128K 

□ 

£9.95 

Tomahawk 48/128KD 

£9.95 

Fighter Pilot 48K 

□ 

£7.95 

Night Gunner 48K 

□ 

£6.95 

COMMODORE 64 



Fighter Pilot 

□ 

£9.95 

Fighter Pilot Disk 

□ 

£14.95 

Tomahawk 

□ 

£9.95 

Tomahawk Disk 

□ 

£14.95 

ATARI 



Fighter Pilot 

□ 

£9.95 

Fighter Pilot Disk 

□ 

£12.95 

Tomahawk 

□ 

£9.95 

Tomahawk Disk 

□ 

£14.95 


AMSTRAD CPC 464,664,6128 

TT Racer □ £9.95 

TT Racer Disk □ £14.95 
Night Gunner □ £7.95 

Night Gunner Disk □ £13.95 
Tomahawk □ £9.95 

Tomahawk Disk □ £14.95 
Fighter Pilot □ £8.95 

Fighter Pilot Disk □ £13.95 

AMSTRAD PCW 8256/8512 

Tomahawk Disk □ £19.95 


Address. 


VAT and p.&p. inclusive within UK 
(overseas inc. 55p per cassette) 


Please send to 


Tele Sales 
(0276)684959 


DIGITAL 
INTEGRATION 


Watchmoor Trade Centre, 
t—|—|—.— i—|—.—|—r— ,— | — | Watchmoor Road, 
M 1 I I 1 1 I I I I I Camberley, Surrey 

GU15 3AJ 


Please debit my AccessA/isa card no. 

cm 



Expiry date_ 

Cheques made payable to Digital Integration Ltd 
I enclose a cheque/P.O. for_Total 


porl 

welcome. Lifetime Guarantee. 


Name 












































Letters 



SNOOZE 

I own a Commodore 64 and 
to go with it I own a lot of 
Mastertronic games, so here is a 
top ten list of my M-tronic Mad 
games, and entertainment USA’s: 

1 L.A. Swat 

2 Ninja 

3 Hole in One 

4 Speed King 

5 Street Surfer 

6 Kikstart 

7 Action Biker 

8 Formular One 

9 Hunter Patrol 

10 Finders Keepers 

And here is a list of some of my 
different games: 

1 Hot Wheels — Americana 

2 Jet Set Willy — Software 
Projects 

3 Go for Gold — Americana 

4 Hyper Sports — Imagine 

5 Booty — Firebird 

6 Warthawk — Firebird 

7 Freak Factory — Firebird 

8 Adrian Mole — Mosaic 

9 Pandora’s Box — C64 Software 

10 Ninja Master — Firebird 
Nichola Wood, 

Wimborne, Dorset 

Hm, very interesting. CU is not 
a snoozepaper. Please, no more 
lists. 

First reviews 

You won’t have heard from 
me yet ’cos I’m a fairly new reader 
(I’ve been reading since January 
1986) and have no complaints at all 
(I stress). Your reviews are fair and 
I agree with them totally. Play to 
Win is ace (I would love more Play 
to Win books) and very useful. 

But I have one problem. You 
claimed to have the first review of 
Starglider but C&VG beat you to it. 

Anyway, enough about that. This 
is my perfect recipe for a session of 
gaming. 

1 x stereo 

2 x good music tapes (Bon Jovi, 
INXS or Paul Simon) 

3 (at least) good games, I use Space 
Harrier, Terra Cresta and Sanxion. 


I 64 or 16 
3 packets of crisps 
Now put a tape in the stereo, 
press play and turn volume up for 
maximum effect. Turn on 
computer, turn sound down and 
play the game stopping at regular 
intervals for mouthfulls of crips. 
Simon White, 

Edgbaston, Birmingham. 

C&VG reviewed the Atari and 
Spectrum versions. When we 
say first review we mean it, 
and any other magazines that 
complain about it being 
meaningless are just annoyed 
because they didn't get it. So it 
is nyah, nyah, yah boo sucks to 
you. Oh, and the average 
packet of crisps contains 150 
calories which is pretty 
unhealthy. Eat an apple instead, 
most doctors recommend it 
because they don't have to 
come out very often if you do. 


A plague on 
you 

I am writing to complain 
about your pitiful “comic”, and 
most of all, your completely biased 
and pathetic review of Sanxion by 
Thalamus. To my knowledge, you 
are the only magazine that gave this 
game a bad review, and the only 
reason you gave it such a crap 
review is because it is Newsfield’s 
company. My God! You are just so 
pathetic. C&VG gave it a good 


review. C&VG is an excellent 
magazine. But it has accepted that it 
isn’t the best selling. You have not. 
So you slag ZZap off at any 
opportunity. Your letters slag ZZap 
off as well. Your star letter of 
November was slagging it off. So 
were four other letters. 

I have only ever read one issue 
and that has proved to me that this 
magazine is one which I and all my 
friends shall be avoiding like the 
plague. 

Andrew Henry, 

Wirral, Merseyside. 

Listen! In this magazine 7 is a 
good mark, hence our review of 
Sanxion was favourable. Our 
company owns C&VG (which 
sells more than ZZap — fact), 
so it's nothing to do with that 
either. But you won't get a 
chance to read this reply 
because you and all your 


outraged mates are avoiding us 
like the plague. 


Avast there! 

I am a software pirate but 
not a proud one. I am only a pirate 
(small one) because of the prices 
and also because I am lazy. Anyone 
can blame the prices! 

I recently replied to an advert in a 
classifed section of a magazine (I do 
not state which magazine because I 
would not like anyone to get into 
deep trouble), but to my horror the 
person/s was a member of a large 
pirate ring. He boasted of getting 
the first copy of a game not yet 
released by Elite, which I find stupid. 
So I told hime to f*** o*f. 

Even if you ban adverts selling 
back-ups, pirates can still use double 
deck ghettoblasters and reset 
switches. 

I finish off by using a last sentence 
taken from a letter by a pirate in 
your magazine. 

I feel very ashamed of the way 
the computer industry has ended up 
by people like me and others 
reading this letter. 

Don't feel too sorry for this 
industry, a lot of people do 
very well out of you. 
Nevertheless you are very 
naughty, so take 50 lines: I 
must not pirate software, it is 
bad and I don't own a parrot or 
have a wooden leg. Ark! 

Ripped off! 

I’m sending this letter all the 
way from Sweden, just to thank 
you. Your mag is the best. I know 
that you must get loads of letters 
like this, but please don’t throw this 
one on the fire. In Sweden we only 
have one good Commodore 
magazine: the “64/128 och Amigo 
Datormagazin”, and even they read 
Commodore User! They have 
Screen Stars, Hot Shots and a group 
of reviewers called “G-Squad” (sue 
them)! But otherwise they are 
quite good. But still, you’re better. 
You rule. 

PS. Please include this letter in your 
mag. I’d like to show it to my 


Our letters bag is bulging with your comments , 
criticisms , queries and praise currently so we*re ex¬ 
panding our tetters page. Every letter printed gets a 
coveted Commodore User T-shirt , but we've added 
an extra incentive — the chance of winning a chart¬ 
topping game for the star letter of the month. So get 
your pen and paper out and write in to: 


Letters, Commodore User, Priory Court, 
30-32 Farringdon Lane, London ECIR3AU. 
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English teacher. 

Peter Bengtosen, 

Sodra, Sandby, Sweden. 

This is disgraceful news, but 
nevertheless predictable. The 
Swedes are not the only people 
to rip us off. Check our 
competitors carefully. As for 
your English teacher — will you 
get a gold star? 


Superstar 

omission 



out of ten your 
f good reading. But 
i the 

supplement “CU Superstars”, I read 
an article which made me scream 
with white-hot fpry 'and spit my hot 
Oxo all over my Plus/4. Quote (put 
on snobbish voice): “Cl6 and Plus/4 
owners have been starved of this 



of game”. Didn’t 
ecenary on the 
id Euge, don’t 
'orgivable insults. 


sophisticated 
Npva L 

,sl 

ymore 

tuj 

St/rButt, 

Bournemouth, Dorset. 

Well you have, haven’t you? 
One game is hardly a glut is it? 
No criticism of Mercenary or 
the Plus/4 was intended. 


Gauntlet 

hype 

I have a few things to write 
about, so I have just put them onto 
one letter. I have read Commodore 
User for a year now, and it is still 
the best magazine but I have one 
complaint. After reading the 
Gauntlet review, I rushed out to 
buy it. I ran back home and loaded 
it up. I thought it was good at first 
look but I soon got my senses back. 
It was full of bugs. Even without 
bugs the game was still a load of 
hyped drivel. I was very 
disappointed. I took it back to get it 
replaced, but I was not allowed my 
money back, instead I had to have a 
look at the other games and took 
Paperboy, hoping that it would be 



of Screen Star rating, because 
Gauntlet certainly wasn’t. 

While I am writing this letter, I 
would like to congratulate Elite for 
their outstanding arcade 
conversions. Keep up the excellent 
work. 

Richard Moffett, 

Paisley, Scotland. 


Perhaps “Gauntlet” should be 
nominated for the “Most Bugged 
Game of the Year” award!! 
Gareth J. Johnson, 

Lincoln. 

It was and it won. US Gold do 
say they remastered it after 
problems with the early 
version. 



Gauntlet 
bugs 

After reading your “Screen 
Star” review of “Gauntlet”, from 
US Gold, I purchased the cassette 
version from the local W. H. Smith. 
It loaded and worked perfectly and 
my brother and I enjoyed playing it 
for several hours. However, the 
next day when I tried to load the 
game it “crashed” repeatedly. 

I returned the cassette to the 
shop and obtained a replacement 
which at first loaded and played with 
no problems. Subsequently I was 
only able to load and play this 
second cassette three times before 
it also “crashed”. 

I have thoroughly checked my 
own equipment and have 
experienced no difficulty with any 
other software. 

I am wondering if there could be 
something lacking in the actual tape 
quality as I know of another 64 
owner who has experienced the 
same problem with this particular 
game. 


Taste 

I’ve noticed that some chart 
topping games are not all that they 
are cracked up to be. Many times 
have I bought a supposedly good 
game and been disappointed, one of 
the best examples being Uridium. 

Andrew Braybrook must’ve 
gained thousands of pounds out of 
all the unsuspecting little plonkers 
like me buying the game without 
looking at more than the Boots’ 
video tape to get my own 
assessment of the game. 

OK it was good for the first half- 
hour but after that I found it 
impossible to get anywhere and it 
was pretty boring, so how am I to 
know what a really good game is 
about if no one reviews it or shows 
it to me (you probably reviewed it 
but I missed it)? 

Right now I don’t agree with 
whoever is willing to give a tenner 
for Gauntlet so if someone said to 
me ‘get Gauntlet it’s a chart topping 
game, it must be good’ I’d have to 
tell them it’s a matter of taste. So 



perhaps you could think about 
saying what sort of people the 
games you review would suit best, 
eg, Fist 11 is more for people who 
like a quest rather than those who 
enjoy fighting and joystick skills. 
Wayne Squibbs, 

N. Marston. 

Of course we reviewed Uridium 

— it was a Screen Star and 
rightly so. Of course games are 
a matter of taste but you know 
what you like, don’t you? 

Brown tongue 

I have written to you as the 
lawyer of Mike Pattenden. He 
doesn’t know me but I’m his 
lawyer, alright, and I’m also the 
head of his fan club, what fan club I 
hear you ask? I don’t know, there 
has got to be one somewhere. I 
think he is an excellent writer. Take 
his review of Ace of Aces, utter 
genius. I think Hotshots is superb, a 
real must, and anybody who slags 
him off ought to try and do better 

— and until they can, shut up. Hang 
on a minute while I change my 
disguise. I am now Mike. Why do 
people think I’m bad? 

It really makes me awfully sad. I 
write reviews right through the day 
and all I hear is ‘Go away, go clean 
a floor or defect to Zzap 64. 

I’ll shout and bellow, hiss and roar 
and then I’ll bury you in my 64. So 
go away, leave me in peace, or 
you’ll be hearing from the police. 
Right Mike that’s your tenner’s 
worth, send me a cheque, no credit 
cards. 

Seems it’s the start of another 
year, here is my (yawn) Ins and 
Outs (yawn); 

Ins: CU, grovelling for other 
people, Mike Pattenden, MAD 
games, Beyond, shoot ’em ups, 
flight sims. 

Outs: Any anti M. Pattenden club 
members (what!), US rip off, gold, 
Zzap, a lot to learn, 64, speccys, 
Plus 4s, Cl6. 

Keep up the good work. 

Robert Bockholer 
Warmley, Bristol. 


Adverse to 
verse 

Thank you for such a great 
mag (grovel, grovel). I have been 
reading it now from October’s issue 
(heaven knows how I subscribed so 
late), but I won’t bore you with all 
that tosh, there are a few snags 
though: 





















# Letters 



A one act play 

Actors: Playboy (that’s me), Mr Coconut: The Australian and 


Pontus Lindberg, Mr Coconut 
(that’s my friend), Mats Moeller. 

Playboy: Shock 'n horror, death 
’n pain, ghost ’n goblins. Hell and 
beyond is here! 

Mr Coconut; Calm down. Your 
issue was probably delayed but you 
got it yesterday, didn’t you? 

Playboy: One of the dearest 
things I ever will own is still missing. 


Irish writers would have complained. 

Playboy: I thought of that too, but 
what else is possible? 

Mr Coconut: I know. They 
haven’t got your address. 

Playboy: How did they manage to 
write my name and address at the 
end of my letter then, I wrote it on 
the letter and the envelope. 

Mr Coconut: Prepare yourself for 


Do you think a rope or a gun is the a shock: maybe they have forgotten 
easiest way? that you were one of those who 

Mr Coconut: I don’t recommend won a T-shirt, 
the rope, I tried it after finding that Playboy: (falls off a chair looking 
CU was sold out in January. But tell dizzy and at the same time 
me what can be worse than losing dismayed). No one can be that cruel 


an issue of CU? 

Playboy: Do you remember the 
CU issue with the Antiriad poster? 

Mr Coconut: Don’t insult me. 
You know that I know the last 25 
issues of CU by heart. 

Playboy: Then can you please tell 
me what was written on page 6 of 
that issue. 

Mr Coconut: Stop being so 
boastful. I know that a letter of 
yours appeared in that issue. You 
know I’m jealous and that I cried 
thinking of you having a CU shirt. 

Playboy: This T-shirt hasn’t 
arrived yet, but my new CU has. 


to me, please say that it’s out of 
the question. 

Mr Coconut: Perhaps some 
dishonest person at the post office 
has stolen it. They are highly prized. 

Playboy: That must be it. I’ll write 
my name and yours at the end of 
the letter and maybe we will be 
luckier this time. 

THE END 
Pontus Lindberg 
Mats Moeller 
Veberoed, Sweden. 

Very good. Quite Chekhovian 
to begin with, but it’s 
conclusion was more Brechtian 


Mr Coconut: Oh my God. Now I with a tinge of Ionesco. You 
understand what you have been must be related to Ibsen. All 
through. How can you survive this? that just for a T-shirt? This 
Playboy: For two weeks I lay must be performed, 
sleepless, thinking of what may have 
caused this. 


1. I have just finished reading the 
letter in January ’87 issue entitled 
“Lies, Lies’’, and in the first two 
lines the word “CRAP’’ had been 
mentioned twice — though I do 
admire you for printing his opinions 
even if it did have some bad 
language in it. 

2. And why do people write in 
with poems which (no offence) are 
rubbish, and after reading their 
drivel I automatically skip the letters 
pages for fear of being sent to 
sleep. So please CU readers: 

NO MORE POETRY! 

Christopher Jackman, 

Ponteland, Newcastle. 

Pop pap 

My dad thinks your mag is 
crap, but I don’t think so, I still get 
it anyway. 

I have also come up with a great 
idea, why don’t you make up your 
own computer game? You’ve got 
the brains, so why don’t you? You 


* 


could sell it in the shops too 
Benjamin Hope, 

Canterbury, Kent. 

We don’t think too well of your 
dad either, as for the game — 
do you think our name is 
Thalamus? 

A tall story 

My tale begins... at the 
beginning (a quite fascinating and 
logical conclusion, I trust you will 
agree), when 64s didn’t need an 
extra C, when Miner Willy was still 
in his nappies, and when Shaolin’s 
Road was still on an architect’s 
drawing board. 

Journey with me if you will back 
. . . back . . . back to the days 
when all games were “100% pure 
machine code’’, before “Once upon 
a time’’ had been invented, before 
Mentadent P even, yes, back to the 
time when the Chinese Juggler was 
entertaining Lazy Jones and the two 
Hunchbacks at High Noon outside 


Hampstead. If I remember 
correctly, the Outlaws were 
attacking the Beach-Head in their 
Moon Buggy, on their quest to 
capture the Crystal Castles. 

Something had to be done. The 
planet was in dire jeopardy. The 
Enigma Force were sent off to 
recruit everyone possible, from 
Monty Mole and Daley Thompson 
to Dan Dare and the Sentinel. After 
4 Zzaps had been sizzled, the Ikari 
Warriors were assembled, the PSI 5 
Trading Co supplied the craft, 
Stargliders and Aero Jets, the Spy 
Hunter was despatched to seek the 
Saboteur and his Drelbs that reigned 
over the Kingdom of Fairlight 
through terror. The Spy Hunter 
faced an almost Impossible Mission, 
yet he took the Time Tunnel to 
1942 and the Fairlight Kingdom. 

Meanwhile, the Ikari Warriors 
despatched a Paradroid to act as an 
Infiltrator in the Outlaws camp, 

Fort Apocalypse, in the heart of the 
Colossal Caves . . . 

... and that is the end of part 
one, but do not worry, more 
chapters shall follow in future issues 
of this fabulous literary publication. 

The second chapter of the above, 
or below (you can never tell how it 
will be printed) story is already 
under production. Bye. 

Douglas Sinclair, 

Powmill, Scotland. 

Anyone out there still awake? 


Deliver the 
goods 


I wonder if you could tell me 
why companies are still making poor 
quality games and asking £9 or £ 10 
for them. 

Do companies not know that if a 
game has not got: 

(a) Good graphics 

(b) Good sound 

(c) A degree of toughness 

(d) Addictiveness 

(e) Good value 

it would not be a hit or gain them 
any respect. I bring this up because I 
bought a lot of games recently ie, 
Knight Rider and Space Harrier to 


name two and they are both crap! 
(please excuse the language). I hope 
you can keep us informed of these 
developments of crap software so 
we won’t waste our pennies! 

Martin P. Scott, 

Belfast. 

There is still a lot of bad 
software out there that doesn’t 
really warrant attention. The 
standard is improving each 
year. I think you have to 
recognise, for example, that 
Space Harrier whilst not a 
brilliant game is another 
progression in programming. 

US Mail 

I bet you don’t see this too 
often. A letter from an American. 

Let me tell you my story. I had 
just entered an infamous software 
shop when I saw a magazine I had 
never seen before perched on the 
shelf. I quickly thumbed through it 
and saw a lot of *£’ symbols so I 
decided that the magazine was from 
the UK. I was right, because there 
were games for the Commodore I 
had never heard of or seen before. 



This magazine was CU. Your 
magazine is really new in the US 
because so far I have only seen it in 
one software shop! 

Every month I wait for the next 
issue of CU to come out and then I 
rush down to that little software 
shop that carries CU. The only bad 
part is your magazine arrives here a 
month late always! In my opinion 
your magazine is better than any 
Commodore magazine published 
here in the US and probably better 
than any British magazine over 
there. As you guys are always saying 
over there, CU is ‘Brill’. 

Franz Garsombke, 

Redondo Beach, CA. 


Our letters bag is bulging with your comments , 
criticisms , queries and praise currently so we're ex¬ 
panding our letters page. Every letter printed gets a 
coveted Commodore User T-shirt, but we've added 
an extra incentive — the chance of winning a chart¬ 
topping game for the star letter of the month. So get 
your pen and paper out and write in to: 


Letters, Commodore User, Priory Court, 
30-32 Farringdon Lane, London ECIR3AU. 



o 

















C16/PLUS4 , 

Music Makers Mw 

Joysticks - Interfaces 

Books - Games - Leads - Ram Packs - Utilities 
Budget Games - Flight and Sports Simulations 
Text and Graphic Adventures - Data Bases 
Paint Programs - Graphic Designers - Spread Sheets 
Word Processers - Peripherals - Power Packs 
Disc Drives - Printers 
Anything and everything for C16 or PLUS 4 


Send S.A.E. for the new 12 page catalogue. 



HOTLINE: 0322 522631 
(24 hour service) 


Cl 6/PLUS 4 Centre, Anco Marketing Ltd. 

4 West Gate House, Spital Street, 
Dartford, Kent DAI 2EH. Tel: 0322 92513-18 


G-TEN LIMITED 


THE MAIL ORDER SOFTWARE HOUSE 

Dept. CU3, Commerce House, 
146-150 Commercial Street, London El 6NV 



Tape 

Disc 


Tape 

Disc 

It’s A Knockout. 

... 7.00 

N.A. 

Dragon’s Lair. 

... 7.25 

10.75 

Power Play. 

... 7.25 

11.25 

Rocky Horror Show. 

... 7.25 

N.A. 

Assault Machine. 

.... 7.25 

N.A. 

Arcana . 

... 6.50 

N.A. 

Colour of Magic. 

.... 7.25 

N.A. 

Infiltrator . 

... 7.25 

11.25 

Bazooka Bill. 

... 7.25 

N.A. 

Sanxion . 

... 7.25 

11.25 

The Sentinal . 

.... 7.25 

11.25 

Hot Wheels. 

... 7.25 

11.25 

Infodroid. 

.... 7.25 

N.A. 

Now Games 3. 

... 7.25 

N.A. 

Knuckle Busters. 

.... 7.25 

11.25 

Deactivators. 

... 7.25 

11.25 

Aliens. 

.... 7.25 

11.25 

Glider Rider. 

... 6.50 

10.50 

Xevious. 

.... 7.25 

11.25 

They Sold A Million III. 

... 7.25 

11.75 

Thanatos . 

.... 7.25 

N.A. 

Antiriad. 

... 6.50 

N.A. 

Strike Force Harrier. 

.... 7.25 

10.50 

Alleykat . 

... 6.50 

10.75 

Sword of the Samurai . 

.... 7.25 

11.25 

Trivial Pursuit . 

... 11.50 

15.50 

Super Cycle . 

.... 7.25 

11.25 

Droids . 

... 6.00 

8.75 

The Movie Monster Game. 

.... 7.25 

11.25 

Bey. For. Forest. 

... 7.25 

N.A. 

Destroyer. 


11.25 

Trail Blazer. 

... 7.25 

11.25 

Yie Ar Kung Fu II. 

.... 6.50 

N.A. 

Super Huey II. 

... 7.25 

11.25 

Sky Runner . 

.... 7.25 

10.50 

Kayleth . 

... 7.25 

N.A. 

Magmax. 

.... 6.50 

N.A. 

Five Star Games. 

... 7.25 

N.A. 

Top Gun . 

.... 6.50 

N.A. 

Jail Break. 

... 8.00 

12.50 

Stallone Cobra. 

.... 6.50 

N.A. 

Dodgy Geezers. 

... 8.00 

N.A. 

Terra Cresta. 

.... 6.50 

N.A. 




Gauntlet . 

.... 7.25 

11.25 

Peripherals 

Our Price 

Ikari Warriors. 

.... 7.25 

11.25 

(Add £1.50 p&p p/item) 


Paper Boy . 

.... 7.25 

11.25 

Quickshot II Joystick. 


.. £5.75 

Ghost ‘n’ Goblins. 

.... 7.25 

11.25 

Quickshot II Plus Joystick. 


.. £8.75 

Miami Vice. 

.... 6.50 

N.A. 




Parallax . 

.... 6.50 

9.75 

Amiga Range 

Our Price 

Mugsy’s Revenge. 

6.50 

11.25 

Archon. 


£26.50 

Cauldron II . 

.... 6.50 

10.75 

Archon II. 


£26.50 

Knight Games . 

6.50 

10.75 

Arctic Fox. 


£26.50 

Green Beret. 

6.50 

11.25 

Skyfox . 


£26.50 

Leaderboard. 

.... 7.25 

10.75 

The Pawn. 


£23.00 

Shogun . 

7.25 

11.25 

Seven Cities of Gold. 


£23.00 

Gunship. 

.... 13.25 

18.25 

Graphicraft . 


£50.00 

Trap . 

.... 7.25 

7.50 

Text Craft. 


£55.00 


Authorised Dealers for Datafile (p&p add £1 per box) 

Box of 10, Our Price — 

DATALIFE 5i" SS/DD 48 tpi £14.50; DATALIFE 5J"DS/DD 48tpi £18.00; 

DATALIFE 5J"SS/QD 96 tpi £18.00; DATALIFE 5i''DS/QD 96 tpi £22.50 

Please add 75p p&p per item (U.K./BFPO). Overseas add £1.50 p&p per item. 

Please make cheques or postal orders payable to G-TEN LIMITED. 

Please allow 14-28 days delivery. 

UK/BFPO orders please send to 

G-Ten Ltd, 

FREEPOST (no stamp needed) 

London, El 6BR 

PLEASE NOTE: ANY GAME NOT RELEASED WHEN ORDERED 
_ WILL BE SENT ON THE RELEASE DATE _ 


"COMPUTEREYES" 

VIDEO DIGITISER FOR YOUR 641128 



COMPUTEREYES DIGITIESE FROM ANY VIDEO SOURCE, INCLUDING 
CAMERA, VIDEO RECORDER AND VIDEO DISC. 


COMPUTEREYES connects the video source to the Commodore through the 
User I/O Port. An image is acquired in less than 6 seconds and multi¬ 
scanning modes of the same image allow a realistic grey scale picture to be 
constructed. No external power supply is required. 

Comprehensive software on the COMPUTEREYES disc contains image cap¬ 
ture, image-packing, saving and loading routines all driven by a Menu ex¬ 
ecutive program. Individual routines can readily be incorporated into your 
own programs; the Manual gives details. Optional enhancement software is 
available for interfacing COMPUTEREYES to Koala Pad, Flexidraw, Doodle, 
Printshop and Newsroom image processing utilities. 

(COMPUTEREYES is also available for Atari 800/800XL/1 30XE, Apple II 
series and IBM PC). 

COMPUTEREYES; £119 Enhancements: only £10 Add VAT at 1 5% 

Stem Computing 

3 Blackness Avenue, Dundee DD2 1ER. Tel. 0382 65113 


STRATEGIC 

PLUS 


SOFT WAR E 

SPECIALISTS IN QUALITY COMPUTER GAMES 
FOR THE DISCERNING GAMER 

Strategy, Adventure and Sports Games 
for Commodore 64 Computer 

MICROPROSE PRODUCTS 




Send for our free 20 page catalogue, which has a large selection of titles, 
with descriptions and complexity ratings for each game. 

Gunship (new) — state of the art helicopter combat 

simulator. £19.95 

FI5 Strike Eagle — aircraft combat simulator 

. £14.95 

Silent Service — submarine simulation at its best 

. £14.95 

Conflict in Vietnam — war game simulation £19.95 
Crusading Europe — war game simulation... £19.95 
Decision in the Desert — war game simulation 

. £19.95 

Aerojet — aerobatic aircraft simulator. £14.95 

Kennedy Approach — air traffic control simulator 
. £14.95 


For further details call us on: 

01-979 2987 

Or write to: 

Strategic Plus software, 
P.O. Box 8, Hampton, 
Middx. TW12 3XA. 

Callers welcome by appointment. 

Business Hours: 

10am-6pm Monday-Friday 
11am-4pm Saturday 


ALL PROGRAMS ARE ON DISC ONLY 

Prices include postage and packing and 
VAT. 

Please specify computer when ordering. 
Overseas orders welcome, please add 
£2.00 extra for each item ordered. 












































































SOFTWARE 

VIZA 

Vizastar XL8 64. £99.95 £79.95 

Vizastar XL8 128. £L20*5 £99.95 

Vizawrite Classic 128. £99*5 £79.95 

PRECISION 

Superscript 64. £60*5 £49.95 

Superbase 64/4-4. £90:95 £39.95 

Superscript 64 

& Superbase 64. £169.90 £79.95 

Superscript 128. £89.95 £74.95 

Superbase 128. £99.95 £59.95 

Superscript 128 

& Superbase 128. £189.90 £119.95 

Superbase, The Book. £11.95 

COMMODORE 64 COMPENDIUM PACK OFFER 

Commodore 64, C2N Data Recorder, 

Music Maker Keyboard, Designer’s Pencil, 

Adrian Mole Game and Book plus Pack of 

12 Educational Titles or Pack of 

10 Games Titles. £199.95 


COMMODORE 

Future Finance (Planning 

Package), Disc. £ZS*0 £17.95 

Easyscript (Word Processor), 

Disc. £75*0 £24.95 

Simons Basic Extension, 

Tape. £19*5 £12.95 

Commodore 64 
Programmers’ Reference 

Guide. £9*5" £7.50 

Typing Tutor 64, Cassette. £9.95 

LOGO + PILOT 
2 Educational Languages, 

Disc. £64*9 £14.95 

Easyfile Database, Disc.£60*0 £17.95 

AUDIOGENIC 

Swift Spreadsheet 128, Disc. £24.95 


AMIGA 

System One. £1050.00 

System Two. £1250.00 


Including FREE Software Package — 
Please ring for details 


MICRO CLERK 128 

Accounts Package with Spreadsheet, 

Database and Word Processor. £99.95 

Purchase Ledger. £69.95 

Sales Ledger. £69.95 

Accounts, Purchase Ledger, 

Sales Ledger Package now. £199.95 

SWIFTCALC 128 

CBM 128 Spreadsheet . £57.50 

PRACTICORP 

Inventory (Stock Control Package), 

Disc. £20*5 £14.95 

Macro Assembler Development 

System, Disc. £14.95 

6 DISC ADVENTURE GAMES PACK, 64/128 
Exodus, Suspended, Starcross, 

Zork I, Zork II, Zork III. £19.95 

Pack of 12 Commodore 64 

Pre-School Educational Titles, Tape. £39.95 

PLUS 4 COMPANIES PACK 

Sales/Purchase/Nominal Ledgers 

with Invoicing and Stock Control. £24.95 


1541C DISC DRIVE OFFERS 

Pack A 

1541C with 6 Infocom Disc Adventure Games. £199.95 

Pack B 

1541C with Quick Brown Fox Word Processor. 

Easyfile Database and Future Finance 

Planning Package. £199.95 


PERIPHERALS 

MUSIC MAKER 128 

Keyboard and Software. Tape . £19.95 

POWER CARTRIDGE 

Utilities including Tape and Disc Turbo and Screen Dump . £39.95 

ACTION REPLAY 

Tape to Disc Back-up Cartridge . £24.95 

64/128 PRINTER BUFFERS 

32K. £69.95 

64K . £89.95 

64/128 MUSIC SYNTHESIS PACK 

with Sound Expander, Sound Studio and 

5 Octave Keyboard . £149.95 

COMPOSER/EDITOR SOFTWARE 

for Sound Expander System, Tape or Disc . £24.95 

TROJAN CADMASTER LIGHT PEN 

Commodore 64. £16.95 

Commodore Plus 4/Cl 6. £19.95 

PRINTER RIBBON OFFER 

MPS 801.802 Ribbons. £5.95 

MPS 803&MPS 1000 . £4.95 

MPS 1101 M.S. Ribbons. £3.50 

BUY FOUR AND GET ONE FREE! 

LOCKABLE DISC STORAGE BOXES 

Price includes pack of 10 Commodore compatible discs 

50 Capacity . £19.95 

100 Capacity . £21.95 

THE EXPERT CARTRIDGE ESM 

Tape to Disc System . £37.50 

FREEZE FRAME 3 £39.95 

COMMODORE MPS 803 TRACTOR FEED UNIT £24.95 

FCC CENTRONICS INTERFACE 

With Commodore Graphics and 8K Buffer. £64.95 

QUICKDISC + 1541 FAST LOAD/UTILITY CARTRIDGE £19.95 

10 COMMODORE COMPATIBLE DISCS WITH 

FREE PLASTIC DISC HOLDER £9.95 


NEOS MOUSE 

the Ultimate Graphics Utility for the 64/128 

WITH CHEESE SOFTWARE. Tape or Disc. £42.95 

THE ARTIST 

Advanced Mouse Graphics Package.. £29.95 


COMMODORE DPS 1101 

Daisy Wheel Printer. £199.95 

COMMODORE 560P 

2-colour Dot Matrix Printer takes 2l in. roll paper. £49.95 

CITIZEN 120D CBM PRINTER 

High Quality Dot Matrix Printer 


★ Near Letter Quality Mode ★ 120 cps Draft Print Mode 

★ Friction and Tractor Feed * Needs no interface 


★ Full Two-Year Warranty * 100% Commodore compatible. £199.95 

STAR NL 10C NLQ PRINTER 

Fully Commodore compatible./. £253.00 

Commodore 1571 Double-sided Drive. £259.95 

Commodore 1901 Colour Monitor. £339.95 

64/128 Green Screen Monitor with 40/80 Column Leads. £79.95 

Commodore 1541C Disc Drive. £189.95 

Commodore 128D. £499.95 

Commodore MPS 1000 CBM/Centronics Printer. £274.95 


PERSONAL CALLERS AND EXPORT ENQUIRIES WELCOME 

ALL OFFERS STRICTLY SUBJECT TO AVAILABILITY 

ALL PRICES INCLUDE V.A.T. 


n 


I To order, either send cheque/P.O. with coupon or ring (0533) 517479/21874 with 

Access/Barclaycard number. Please allow 7 working days for delivery from receipt of order 
or cheque clearance. 

I Please add £1.00 towards carriage and packing on any software order. 

Hardware orders add Cl .00 under £65.00 value, and C5.00 over C65.00 value 
Printer orders add C5.00 towards carriage 


Send to: Dept. No. CU3, Dimension Computers Ltd., 
27/29 High Street, Leicester LEI 4FP. 

Telex: 265871 MONREF G Quoting Ref. 72: MAG 95535 
Fax:(0533)511638 


Item 


Quantity Price 


Total 

' Name. 

Address. 


Telephone: 
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STAR RAIDERS 2 

What about Star Raiders 1, I hear you ask. Well, let 
me explain. Star Raiders 1 was a massive hit on the 
Atari 400/800 about four years ago. It was the 
game that Elite owes a huge debt of gratitude to — 
it had a galactic map, scanners, 3D graphics and 
sophisticated flight controls — all these things 
whilst Braben and Bell were still in short trousers. 
The odd thing is that the game was never converted 
to Commodore. Until now. It appears that the 
Atarian Federation is about to be wiped out by the 
evil Chut. (And a good thing too — that's what they 
get for boasting about the ST's graphics all the 
time). Anyway, you have to rescue the Celos IV 
Star system by piloting the Liberty Star into battle. 
Go for it. 



DOGFIGHT 2187 


SUN STAR 


The latest release to come from CRL is Sun Star, a 
high-speed shoot and dodge game. You are 
heading towards a solar energy grid to collect 
valuable power resources. Your job is complicated 
by unstable energy impulses. Move your ship 
around a maze-like grid destroying the impulses 
and collecting the fast-moving energy crystals. We 
thought Jeff Minter had copyright on games of this 
type, but we will wait and see . . . 


Well they couldn't call it Dogfight 2000, that would 
have been very predictable! This is Ariolasoft's first 
release on their Starlight label. Described as 'Split- 
screen simultaneous interactive combat' it is a 
two-player shoot 'em up with vector graphics. The 
plot goes something along the lines of alien 
invaders flooding into our universe through a hole 
in the space time continuum. Sounds perfectly 
feasible we're sure, but it can only mean one thing. 
Finger on the trigger for a blast! 


















































Buzz 


i 


HADES NEBULA 

This impressive crab-like mother ship is waiting for 
you at the end of tough attack in level in Hades 
Nebula — the new shoot 'em up under development 
at Nexus. It's another of the 'progressive' variety, 
ie, you build up your firepower as you fly. It is the 
first of three games under the Hades umbrella. 
Look out for it at the end of March. The others will 
follow at six monthly intervals. 






CHALLENGE OF THE GOBOTS 

Tony Crowther is back! the king of the scroll has 
been using his skills on Ariolasoft's latest title 
based on the TV cartoon series. Some of the 
Gobots have turned nasty and imprisoned the 
humans. Drill into the planet floor and ceiling to get 
the ammunition then set about blitzing the bad 
Gobots. Could be a goody — despite being a little 
Defenderish. 



SHORT CIRCUIT 

Something wonderful has happened! Ocean have 
got a game out on time. Just kidding lads, it's in 
fact the phrase from the ad of the film on which 
this is based. During assembly droid No. 5 has his 
circuits blown and develops a brain with emotions 
and a conscience. As No. 5 you have to escape in 
this V style game and build a replica robot to fool 
your pursuers, the game begins in the factory 
where you must build your laser and find the 
manual for building the decoy robot. Then it's 
escape across open countryside. Don't kill any 
wildlife though otherwise your circuits overload 
with grief. What a sweetie! Review and cover- 
mounted issue next month. 



As any top notch punter will tell you the Sport of 
Kings is horse racing, and Mastertronic's latest 
MAD game is just that, an icon driven day at the 
races. Crafty punters among you will be able to 
check up on the nag's form and stick bets on any or 
all of the races in a season. If you are one of the few 
people out there with a Currah speech unit you will 
even get race commentary. 
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ties-emd STTogun) with 

~~ y skinning graphics by Martin W h e e ler^fam ous 
/forSpectrumT)an Dcu.iMncifhe original designer of 
Sorcery). It is a multi-sectioned game with many varieties 
of tgugh aliens to eliminate. Vou must fight through each Wave in 
your highlyntanoeuvrable spherical space JighteTand save Earth from 
le horrible fate of the ndXtoysjieh'e gas being produced on planet Erebus 


Invest in some real action for your Commodore 64/121 


Please send me a copy of EREBUS for the Commodore 64/128 (cassette only) 
Name_-—- 


Address---- 

Please make cheques and postal orders payable to Virgin Games Ltd, and post to 
Virgin Games, 2/4 Vernon Yard, Portobello Road, London Wll 2DX. 

PLEASE DO NOT POST CASH. 
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COMMODORE 


CHART! 


3 

Gauntlet 

US Gold 

2 

Paperboy 

Elite , 

3 

BMX Simulator 

Code Masters 

4 

Flash Gordon 

Mastertronic j 

5 

180 

Mastertronic 

6 

Space Harrier 

Elite 

7 

LA Swat 

Mastertronic 

8 

Micro Rhythm 

Firebird 

9 

[ Footballer of the Year 

Gremlin Graphics 

10 

Konami's Coin-Op Hits 

Imagine 

11 

World Games 

Epyx-US Gold 

12 

Red Max 

Code Masters 

13 

Ninja 

Mastertronic 

14 

Trivial Pursuit 

Domark 

15 

They Sold (3) 

Hit Squad 

16 

Head Coach 

Addictive 

17 

1 Go For Gold 

Americana 

18 

American Football 

Bugbyte 

19 

I Panther 

Mastertronic 

20 

Ace of Aces 

US Gold 



No major surprises this 
month, but Gauntlet’s still 
fighting it out with Paperboy 
with the pair of them selling 
loads more than just about the 
rest of the chart put together. 

There’s the usual share of 
cheapos, but it’s nice to see 
Firebird’s Micro-Rhythm doing 
so well. The only other notable 
new entry is Bug Byte’s 
American Football entering 
the charts at budget rate 
while Nexus’ game bombs out. 

The early season software 
seizure carries over to the C16 
charts, where Winter Events 
refuses to move over and the 
rest of the new entries are all 
compilations. 

By the next issue there’s 
bound to be some changes, 
hopefully with the superior 
Brian Clough’s Football For¬ 
tunes replacing Gremlin’s 
game in everyone’s favour. Ex¬ 
pect also to see Gunship, 
Leviathan, Nemesis and Delta 
go zooming in. 


GENERAL 1=1 



GALLUP 


i 

Winter Events 

Anco 

□ 

2 

Hit Pack 

Elite 


3 

| Blockbusters 

Macsen 

J 

4 

Comp. Hits 10 Vol 3 

Beau Jolly 


5 

1 Bridgehead 

Anco 

J 

6 

European Games 

Tynesoft 


7 

| Yie Ar Kung Fu 

Imagine 

J 

8 

Torpedo Alley 

Firebird 


9 

1 Kane 

Mastertronic 

J 

10 

Video Meanies 

Mastertronic 



1 

Gauntlet 

US Gold 

J 

2 

Paperboy 

Elite 


3 

180 

Mastertronic 

J 

4 

Konami's Coin-Op Hits 

Imagine 


5 

Footballer of the Year 

Gremlin Graphics 

I 

6 

Comp. Hits 10 Vol 3 

Beau Jolly 


7 

] Space Harrier 

Elite 

J 

8 

BMX Simulator 

Code Masters 


9 

| Ollie and Lisa 

Firebird 

j 

10 

Hit Pack 

Elite 








































































































Throne 

A computer game unlike 
anything released before it, 
claim Melbourne House for 
their new Throne of Fire 
game. Written by Mike 
Singleton the Lord of 
Midnight himself, its main 
claim to fame is that you can 
play against no less than two 
computer opponents or just 
with three human players. 

Throne of Fire is a 
strategy/combat game in the 
classic Singleton mould, featuring a 
three-sided power-struggle 
between the unsavoury sons of 



of Fire 

the late King Atherik, all eager to 
get to sit in the hotseat. Each 
player adopts the persona of one 
of the three rival princes, each 
doing their dastardly deeds against 
the dramatic backdrop of the 
Burning Citadel. 

But there is a fourth force, the 
King’s Guard, which all three of 
the princely nasties must fight. 
Throne of Fire costs £9.95 on 
tape for the 64, and we’ll be 
reviewing it next month. Just 
imagine it, Eugene, Mike and 
Bohdan all stabbing each other in 
the back. (So what’s new? Ed.) 



Take your turn in the hot seat with Throne of Fire 


Nemesis the Warlock 



His sword Excessus has killed 
many Terminators, his quest 
is to seek out Torquemada 
and finally destroy him. Who 
am I talking about? No, not 
Neil Kinnock (sorry, Ed) but 
Nemesis the Warlock that 
popular character (of many) 
from 2000 AD. 

Wide-awake readers will know 
that a Judge Dredd game has 
already appeared from Melbourne 
House. But this time Martech 
have signed up for the rights to 
produce a game about Nemesis, 
based on his attempts to zap the 
evil Terminators and, finally, have 
a bash at Torquemada himself. 


Apart from his sword, Martech is 
equipping him with a gun and the 
ability to breathe fire at his 
opponents. The game should be 
out in early spring for the 
Commodore 64. 

This also goes for another 
Martech game, Pulsator, which 
probably won’t get your pulse 
racing when you find out it’s a 
maze game. Apparently, you have 
to rescue a ‘pulsy’ from a maze of 
49 rooms whilst nasty aliens 
hovver around persuading you not 
to. According to Martech, there’s 
more to it than that. We sincerely 
hope so. Pulsator costs £7.95 on 
tape for the 64. 


Stan ’n’ Ollie 


Although Ollie was a big fat 
bully and Stanley was a silly 
little wimp, together they 
were about five million times 
funnier than Cannon and Ball 
or Little and Large. So why 
should Advance Software 
want to mess them around by 
turning them into a computer 
game? 


In its favour, the game is 
written by Andy Wilson 
(responsible for the brilliant Dan 
Dare) and it will be completely 
black and white. Apart from that, 
the storyline sounds pretty 
pathetic. Apparently, Laurel and 
Hardy have to locate each other 
and try to throw a custard pie 
into each other’s faces. ‘Ollee, I 










































# News 


Big, Fat and Hairy!< 



One hundred lines for those of you who thought the 
above was a description of the Ed (a million lines, 

Ed). It is, in fact, Garfield the cartoon cat that makes 
the back page of the Daily Express worth looking at. 
Garfield is the fattest, greediest, laziest, nastiest 
feline lump you could ever meet. And meet him you 
will because The Edge has just signed up for the 
rights to do a series of games on him. The first game, 
called Big, Fat, Hairy Deal, should be out by Easter. 
And, according to The Edge, it will feature 
astounding animation. Since Garfield rarely manages 
to move, this could be tricky. 



The Image System looks 
like being a pretty natty 
package. Not just a 
drawing program, CRL 
claims it lets you fold your 
pictures in 3D space (like 
the MFI adverts on the 
telly), create your own 
text fonts and control the 
pictures you’ve produced 
from Basic. It works on 
the 64/128 and costs 
£19.95 on cassette and 
£24.95 on disk. We will 
be putting it through its 
paces in our Tried and 
Tested section next 
month. 


don’t want to be in this game’. 
‘But Stenlee, just think of the 
royaldees’. 

Matters are complicated by a 
little dog that keeps biting their 
ankles, and the Keystone Cops 
(who never featured in any of 
their films). There are 250 
different scenes and 
a radar that 
indicates when a 
character is in 
range. The screen 
is split into 
three, with an 
organist in the 
middle, playing 
suitable tunes - 
just like the good old 
days in the fleapit. Full 
review on the way 


'Stanlee, you got 
me into this mess 
. . / 'Blubber, 
blubber, blubber" 



Golf Exec: 

US Gold’s Leader 
Board golfing sim gets yet another 
lease of life with the Executive 
Edition. It’s a completely new set 
of holes for those of you thinking 
of entering the pro circuit — 
more like PG Tips than PGA. It’s 
available on tape for £9.99 and on 
disk for £14.96. 

BMX 

Compo: Code Masters 
are giving away a 20in Sony 
Trinitron telly in a competition 
you can enter if you buy one of 
their games. Grab an entry form 
from your games shop and you 
will see a screenshot from their 
BMX Simulator. Simply mark the 
spot where you think the fallen 
rider is and send it off with the 
top lefthand corner of a Code 
Masters game insert. The nearest 
guess wins. Pretty simple, eh, and 
you have got until 31st March to 
do it. 



ompLtiitim. 


'ymmw Deeper 

Dungeons: US Gold is 
cashing in on the megasuccess of 
Gauntlet by releasing a tape that 
gives you no less than 500 extra 
mazes. Called Deeper Dungeons, 
some of its screens were designed 
by Gauntlet players who sent 
them in to US Gold. The tape 
costs just £4.99. 

Mikro classic: 

Supersoft’s Mikro 
cartridge is one of the top-selling 
assembler programs for the 
Commodore 64. Now they have 
made it available for the C16 and 
Plus/4. It costs just £12.95 on 
tape and £14.95 on disk. 

Supersoft reckon they have 
overcome the memory problem 
by ‘dynamically allocating the 
space for source code, object 
code and labels’. Sounds pretty 
clever — if you know about these 
things. Supersoft are on 01 -861 
I 166. 


^ GAC Twosome 

Incentive Software have just 
released two little goodies 
that should help you make 
more of their Graphic 
Adventure Creator. 

The first is called the GAC 
Writer’s Handbook. It’s a not 
very lavish 50-page booklet that 
shows you good adventure writing 
technique, multiple loading 
techniques, markers and counters 
and use of conditions. Incentive 
reckon it’s a snip at £1.25. 

Somewhat more expensive is 
the GAC Designer Pad, a chunky 
200-page A4 pad, that lets you 
keep tabs on your rooms and 
locations. It costs £7.95 and you 
will need to add another £1.25 
for postage since you can only get 
it through mail-order. Incentive 
Software are at: 2 Minerva 
House, Calleva Park, 

Aldermaston, Berks, RG7 4QW. 















SCORCHING IDEAS FROM HI-TECH TRILOGIC 
MADE SPECIALLY FOR YOUR 

COMMODORE 64/128 


tOltVEfff! 



TAPE TO DISK 
DISK TO TAPE 
DISK TO DISK 
TAPE TO TAPE 


the 

expert 

CARTRIDGE 

nowwoSISISjBjI^ 

ONLY £ 37.50 j 

Easy to use plug in system 
that outperforms all 
other similar products. 

Programs are saved in one file 
Freezes and saves programs to disk or tape 
|| • Now handles some Multipart programs 
H • Programs compacted to reduce diskspace used 

• You can save 3 or more programs per disk 

• • Reloads most programs in less than 30 seconds (disk) || 

H • The cartridge is not needed for loading back 

• Cartridge uses RAM and disk-based software 

|| • Instant upgrading. Only £2.00 exchange disk/tape 
1 • Use the machine code monitor to cheat, gain 
extra lives or restart the program, etc, etc. 

|| The Expert 8c ESM transfers even 'Expert Proof' games. 

|| Including games no other similar cartridge can handle. 

THE ORIGINAL EXPERT IS STILL AVAILABLE FOR £31.95 

DOES ALL BUT 6 GAMES!. 


’ Splitter 

Jnr coW° n0Rt 64 81 ' 2 * 64 8, ns. 


ESM ADD-ON 

AVAILABLE FOR 

ONLY £7.95! 

'wnj/ijj 

TRILOGIC 



Brilliant 

Supet 


t\NO 




through V° ut 


SEND SA.E. 
FOR DETAILS OF EITHER 



MAKES YOUR OLD EXPERT 
EQUAL TO THE NEW 
EXPERT + ESM. 

Includes free up grade disk _ 

’FREE CATALOGUE - SEND 18p STAMP 


MAIL ORDER Dept CU 
29 HOLME LANE BRADFORD BD4 OQA 
CALLERS 329 TONG STREET 
BRADFORD BD4 9QY Tel (0274) 684289 


SPECIFY DISK OR TAPE — — 


FAST MAIL ORDER SERVICE • PROMPT DESPATCH 
ALL PRICES FULLY INCLUSIVE PLUS lO DAY MONEY 
BACK GUARANTEE ON ALL BACK UP DEVICES. 
ORDERING: WRITE OR PHONE / 

PAYMENT BY CASH CHEQUES PAYABLE TO TRILOGIC / 
POSTAL ORDER OR ACCESS EXPORT ADD £1.00 EXTRA 
PAYMENT IN STERLING ONLY PLEASE 

All prices include VAT & P&P 


Please send equipment as ordered 
Name .. 


Address. 


Complete this coupon with your name/address etc. and attach to your 
order and payment/cheque. 

Post off to Trilogic. Dept CU 29 HOLME LANE BRADFORD BD4 OQA 







































▲ The multicolour wall looks like one of those 
community art programmes 




64/128 

OCEAN 


Price: £9.95/cass 


Your bat has just 
grown into an even 
larger capsule 



ARKANOID 


W ho would have thought that 
six years after the Breakout 
boom the same basic game 
idea would make a reappearance at 
the beginning of '87 as Ocean's 
latest coin-op clone? 

The Taito coin-op is proving just as 
popular in pubs and clubs as its brick 
wall precursor. It's not just the Taito 
game either as Sega are launching 
their own update of the video game 
classic and Gremlin Graphics are 
about to jump on the bandwagon 
with Krackout. 

Of course all this lack of originality 
has to be covered up with a bit of 
blurb. In the case of Arkanoid it goes 
like this. An escape capsule, 'Raus', 
is jettisoned from the mother ship 
Arkanoid and is trapped in a time 


warp with a series of brick-like 
structures in 33 weird and wonderful 
play levels. 

A capsule is just the right word to 
describe your bat - it looks like one 
of those things you swallow when 
you have got 'flu. 

As you break bricks out of the 
wall they drop down the screen - 
some with letters on. Then, when 
caught, change the game. For 
example, the ball splits at a certain 
point and the game becomes frantic. 
To make this happen you have to 
catch a 'D' capsule that is thrown at 
you when you knock out a certain 
tile. 

I loved this bit of the game. It 
reminded me of playing my favourite 
pinball that chucks two three balls at 


famed 'six hitter', 'P' is an extra life, 
'B' opens up an escape tunnel so 
that you can go immediately to the 
next sheet without clearing all the 
tiles. 

Probably the most useful brick is 
the 'L' capsule, this turns yours into 
a laser so that you can start 
wasting tiles really quickly instead of 
having to laboriously bounce the ball 
off them. 

Sometimes in the game you are 
left with one or two capsules that 
are difficult to hit because of their 
position on the board. This is where 
the 'C' tile comes in handy - it 
enables you to catch the ball and 
then throw it back at the target 
with greater accuracy than a quick 
bounce would allow. 
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you at the same time if you amass 
enough points and light up the 
correct feature. 

There are several other letter- 
capsules with different functions. 'S' 
slows you down to a maddening 
snail pace, 'E' enlarges your capsule 
to a huge size - a bit like Botham's 


You must hit the 
bricks inside the 
shape first 

Even the four aliens who rotate 
around the screen have been 
included. 

The backgrounds are impressive too 
- like designer wallpaper patterns 
from Habitat. In fact designer pinball 
is not a bad description for this slick 
but simple game. 

If you own a 64 and you like 
Arcanoid, you would be a fool to 
ever put another 10p piece in the 
coin op. Why bother when you can 
play the same game at home? 

Full marks to the Ocean team for 
another smashing conversion. 

Eugene Lacey 











































Dodge and weave to deliver three direct hits on 
the core of the mothership 


Walkers scramble along the roof and floor of 
the planet 



NEMESIS 


I t's happened! The moment you've 
all been waiting for! Nemesis has 
finally arrived from the arcade to 
our C64s. Credit for this conversion 
goes to programmer Simon Pick and 
graphics designer Bob Stephenson, 
artist of no less than The Pawn. 

Your job is to kill off various aliens 
in their underground space station 
and pick up the pods they leave 
behind to improve the all-round 
performance of your spacecraft. Face 
an alien mother ship at the end of 


each level to move on to the next. 
So the game itself is as close to its 
original arcade version as it could 
possibly get. 

Nemesis puts you in charge of a 
sophisticated spacecraft cruising 
slowly through outer space. At the 


bottom of your screen you'll see an 
options panel reading speed, missile, 
double (doubles your fire power), 
laser, multi (multiplies your ship) and 
your shield. All these come into use 
as soon as you start zapping away 
at the alien enemy approaching you. 

Your first task is to pick up 
various pods which will turn your 
ship into a superfast blaster. When 
you hit a string of discs without 
letting one get away, you are left 


do the job. 

In the underground space station 
the upper and lower walls are 
covered with viciously firing cannons 
which should be disposed of qujckly 
as they will shower your spacecraft 
in a hail of bullets as more alien 
ships confront you. 

Onward through their deadly lair 
you're shot at by walking men (they 
look like cauldrons on legs) shooting 
from their lids. These can easily be 



Objects are picked up to improve fire power 


with a pod that gives you the option 
to increase your speed. 

Killing off the aliens will not 
always leave you with a yellow pod. 
Sometimes blue ones appear which 
act as smart bombs killing off 
everything on the screen when 
picked up. Often a pod does not 
even appear but that's not too bad 
because there are enough around to 


got rid of if you managed to supply 
your ship with those nifty fly-along- 
the-ground missiles. 

Capsules that open and let out 
fast-moving spacebats give your 
trigger finger a lot of work to do as 
you fend them off. But if you blow 
up the capsule before the balls get 
out they'll be a cinch. Also watch 
out for the robots that bounce up 

































Screen Scene 


r 


coming missiles from our cauldron¬ 
like friends. 

Move on to the next screen where 
there are two volcanos. One or two 
multis will be handy at this stage as 
they will double your ship's fire¬ 
power by giving you a glowing ball 
that closely follows your every move. 
It's a dodgy business getting past 
these volcanos as they spurt up balls 
of flame at your ship. 

After getting through all that you 
are met by the alien mother ship at 
the end of the level. Shooting at the 
centre of the ship will bring the 
mother ship down and fade you into 
the second stage. 

The next stage is a little bit harder 
and takes good joystick control as 
you go through maze-like tunnels 
blasting bubble-like walls to i 



way for your ship. 

Each level gets more impressive 
and more challenging than the last 
one. The game ends with you in the 
heart of the alien fortress fighting 
off an enormous brain that seems to 
fire endlessly. You simply carry on 
bashing it until the game restarts 
from the beginning again. 

Graphics are excellent, with 
impressive metallic-like sprites. And 
the flame at the back of the 
spacecraft flickers very realistically 


The flak flies as ace pilot Headley nears the 
'docking point' 



Shoot the alien bases to stop the nasties before 
they can start 


and around your ship. 

Just in case you thought the first 
level was easy, the aliens make a 
desperate last gasp attempt to get 
rid of you. a giant rock pumps five 
rows of bullets towards you which 
keeps you plastered in one position 
at the top of the screen leaving you 
to dodge left and right from on¬ 


as you thrust forward. Sound is 
great too, with the choice of having 
a delightful tune play or just sound 
effects with loud explosions. 

With Jailbreak, this is the first 
coin-op conversion Konami have done 
for themselves. Jailbreak was awful, 
this restores credibility. 

Eric Headley 































T he Ed thinks it's time we get to know you better. You've been reading our reviews and bits and 
boobs for the iast coupie of years and writing to us reguiariy — but we've never eyeballed. Weii 
now's your chance. 

One iucky winner wiii receive an aii expenses paid trip to the Big Smoke to meet Commodore User's 
first team. It's a day out you'll never forget. Drop those plans for a weekend in the country, and 
come to London and see the sights, have some fun — you won't put your hand In your pocket once. 
We'll pick you up from the station In the Ed's flash car (What that Cavalier with the broken radio — 
Ed.) whisk you back to Priory Court where you'll meet the team. We'll take you to some of the top 
London game makers Activision, Firebird, and The Edge — where you will be presented with a pile of 
games from each of them. After that Its lunch at the Video Cafe with the Ed and a mystery 
personality. After lunch we have a trip to Soho planned. No, not to see blue movies, Soho Is also the 
home of some of the UK's best arcades. Ferdy and Co will give you a guided tour of their favourite 
haunts. After that we have tickets for a show, a room booked at a posh hotel, and a photographer on 
hand to take some pics at every stage. Oh yes, and you can bring a friend. If that sounds like fun to 
you then get your entries In quick. 

We also have thirty ‘Nemesis' ‘T' shirts for the runners up. 


HOW TO WIN 


Soho's arcades are packed full of excellent coin-ops — many of which have already been converted to the 64. 
We want you to tell us which coin-op you would like to see converted to your machine and why. 

Many Konami coin-ops have already been converted to the 64 — Green Beret, Jail Break and Nemesis to name 
but three. 

You need not restrict your choice of game to Konami titles. Tell us about any coin op, old or new, that you 
would like to be able to play at home on your 64/Cl 6. 

Next month we will process the results and publish an open letter to the software houses headed “We Want 
These Games". 

The person who makes the best case for his/her chosen game wins the top prize. Thirty runners up will receive 
a copy of the Screen Star conversion — Nemesis. 

Write to us on a post card preferably (A letter will do at a push) telling us which game you 
would choose and why, your name, address, age, and telephone number. Send to Commodore 
User, Meet The Team Compo, Priory Court, 30-32 Farringdon Lane, London EC1R 3AU. Entries 
must be in by March 20th. Usual competition rules apply and the Ed’s decision is final. 
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TAPE TO TAPE • TAPE TO DISK • 


UTILITIES & 
PERIPHERALS 



E TITLES 


£1.95 EACH 


CHINESE JUGGLER, FASSEM, SUICIDE EXPRESS, 
WHIRLNURD, TONY HARTS ART MASTER. TWIN 
KINGDOM VALLEY, HEROES OF KARN, 
JUMPMAN, JACK ATTACK, TOY BIZZARE, 
BASILDON BOND, LUNAR OUTPOST, ROCK N' 
BOLT, DOUGHBOY, MASTER OF LAMPS, WORLD 
CUP II, WEB DIMENSION, ACTIVE COMPUTER 
LEARNING. 


£2.95 EACH 


ONE ON ONE, MATCHFISHING, TOUCH TYPE, 
ARK PANDORA, BEAMRIDER, POTTY PIDGEON, 
CRAZY COMETS, MONTY MOLE, ZAXXON, 
KONG STRIKES BACK, TAPPER, SPIDERMAN 
HULK, BOMBO, WHO DARES WINS II, 
GYROSCOPE. FIGHTING WARRIOR, FLAK, 
MOTOCROSS, DARK TOWER, STAR TROOPER, 
JET SET WILLY, MONTY ON RUN, BEACHEAD, 
STARION, ROCK 'N' WRESTLE, MUGSYS 
REVENGE, ZORRO, BC'S QUEST FOR TYRES, 
MANIC MINER, SPELLUNKER, COMBAT LEADER, 
WIZARD OF WOR, QUAKE MINUS 1, JOURNEY, 
EDDIE KIDDS, GEOFF CAPES, DUMMY RUN, 
FRAK, SUICIDE STRIKE, JUICE. DRELBS, 
MOEBIUS, GHOST CHASER, IMHOTEP, 
BLACKWYTCH, OUTLAWS, PITSTOP. 


£3.95 EACH 


DRAGONSKULLE, FIGHT NIGHT, TIGERS IN 
SNOW, KNIGHTS OF DESERT, LAW OF THE 
WEST, SELECT 1 (12 TITLES), HENRYS HOUSE 
VOL. I, HENRYS HOUSE VOL. II, SOLO FLIGHT, 
CONGO BONGO, MUSIC STUDIO, MERMAID 
MADNESS, WIZARDRY, MOON CRESTA, SPACE 
SHUTTLE, SKYFOX, CRITICAL MASS, 
QUESTPROBE, AMAZON WOMEN, BALL BLAZER, 
RED ARROWS, MACADAM BUMPER, 


£3.95 CONTINUED 


THING ON A STRING, ZOIDS, BOUNDER, 
WILLIAM WOBBLER, REDHAWK, PARANOID, 
COMBAT LYNX, WORLD SERIES BASEBALL, 
HAMPSTEAD, TIME TUNNEL, BRIDGE PLAYER II, 
PINBALL WIZARD, BOUNCES, VIDCOM 64, 
ADVENTURELAND, SECRET MISSION, PIRATE 
ADVENTURE, VOODOO CASTLE._ 


£4.95 EACH 


DEVS EX MACHINA, THE FORCE, LITTLE COMP 


PEOPLE, MIG ALLEY ACE, JET SET WILLY II, 
ADVENTURE QUEST, LORDS OF TIME, 
INTERNATIONAL SOCCER, FOREST OF 
DOOM BOOK & TAPE, BIG CAVE ADVENTURE, 
SOUTHERN BELLE. 


I £5.95 EACH 

WINTER GAMES, WHITE LIGHTNING, SUMMER 
GAMES II. 


£6.95 EACH 

Q BERT (CART), AZIMUTH HEAD ALIGNMENT. 


COMMODORE 64 DISCS 

MASTER OF LAMPS 

£5.95 

DECATHAL0N 

£5.95 

RED ARROWS 

£5.95 

RIVER RAID 

£5.95 

RESCUE ON FRACTALUS 

£5.95 

PARK PATROL 

£5.95 

PITFALL 

£5.95 

PITFALL II 

£5.95 

THING ON A STRING 

£5.95 

PASTFINDER 

£5.95 

WILLIAM WOBBLER 

£5.95 

WEB DIMENSION 

£5.95 

BEAMRIDER 

£5.95 

THE TRACER SANCTION 

£5.95 

DESIGNERS PENCIL 

£5.95 

BALLBLAZER 

£5.95 

GALACTIC CONTROLLER 

£3.95 

HIGH FLYER 

£3.95 

AZTEC CHALLENGE 

£3.93 

NUMBER LEARNING 

£3.95 

MONTY ON THE RUN 

£3.95 

ARCADE EXTRAVAGANZA 

£3.95 

MONEY MANAGER 

£3.95 

SUPERMAN 

£3.95 

RAILB0SS 

£3.95 


ZORK I £3.95 


ZORK II 

£3.95 

ZORK III 

£3.95 

STARCR0SS 

£3.95 

DEADLINE 

£3.95 

SUSPENDED 

£3.95 

LOGO LANGUAGE 

£4.95 

FIGHTING WARRIER 

£4.95 

REDHAWK 

£4.95 

ULTIMA III 

£4.95 

CHIMERA WILLOW PATTERN 

£4.95 

SOLD A MILLION 

£7.95 

GH0STBUSTERS 

£7.95 

CRITICAL MASS COMBAT LYNX 

£7.95 

MURDER BY THE DOZEN 

£7.92 


BARGAINS 

FROM 1st PUBLISHING 


8 BOOKS FOR JUST £9.95 + £2.50 p&p 
Normal RRP over £50.00 

YOUR 64 CASSETTE BOOK. GRAPHICS BOOK 
FOR THE COMMODORE 64, PEAKS & POKES 
C64, TRICKS & TIPS FOR YOUR COMMODORE 
64, ADVANCED MACHINE LANGUAGE BOOK 
FOR THE C64, IDEA BOOK C64, MACHINE 
LANGUAGE BOOK FOR THE C64 
1st PUBLISHING PROGRAMS ON DISC 
ALL JUST £10 95 EACH 
FIRSTWORD (WORD PROC.I 
FIRSTBASE (DATABASE) 

BASIC 64 

PASCAL (LANGUAGE) 

ADA TRAINING COURSE 


McGRAW HILL 
EDUCATIONAL SOFTWARE 


Min Order 5 Pieces ALL £1.50 EACH 
ALGEBRAIC RELATIONS, PROBLEM SOLVING I & II. 
SKILL TESTER, SHAPES, COUNTING, FRACTIONS 
I & II, WATER CYCLE, DECIMAL FRACTIONS, 
PLACE VALUE MULTIPICATION I & II. ADDITION 
& SUBTRACTION, MEMORY TRAINER, 
DICTIONARY USE, BALLOON GAME, ALPHABET 
KNOW HOW, WORD POWER, HANGMAN 3, 4 5, 
6, GRAPHS 1, 2, DIVISION 1, 2, SET THEORY 


NE0S MOUSE & CHEESE Normally £69.95 

Fantastic Value at £24.95 

AM/FM TRIVIA MUSIC CHALLENGE 

£9.95 

+ 1.00 p&p 

SIMONS BASIC EXTENSION (DISC or CASS.) 

£4.95 

1551 DISC DRIVERS FOR C16 and 

► 4 £99.95 

FASSEM M/C LANG. ASS. 

£2.99 

TOUCH TYPE (CASS.) 

£2.95 

INTRO TO BASIC PT. II (CASS.) 

£4.95 

EASY FILE (DISC) 

£9.99 

PROGRAMMES REF GUIDES 

£3.95 

MACRO ASSEMBLER DEVELOPMENT (DISC) 

£4.95 

FUTURE FINANCE (DISC) 

£9.99 

EASY SCRIPT 

£9.99 

EASY SPELL (DISC) 

£9.99 

COMMODORE 64 M/MAKER 

£7.50 

BREDENS BASIC DISC & CASS. 

£9.95 

SCRIPT & WORD PR0C. CART 

FOR Cl6 & * 4 

£9.95 

COMPANY PACK 123 ACCOUNTING CONTROL 
SYSTEM FOR * 4 ON DISC £9.95 

ASSEMBLER TUTOR DISC 

£4.95 

PROGRAMMERS UTILITY DISC 

£4.95 

HANDIC VIC SWITCH MULTI USER SYSTEM 

£9.95 

EPSON P40 PRINTERS 

£39.95 

DISCS 10 FOR 

£8.95 


p&p 1 - 3 titles 75p 
3 or more £1.00 
Overseas £1.20 per tape 

CHEQUES PAYABLE TO 


LOGIC MAIL ORDER LTD 


Department 1 
1 7 Leofric Square 
Eastern Industry 
Peterborough 
Cambs. 

Tel: 0733 313870 


AMAZING NEW‘TOTAL BACKUP’CARTRIDGE FOR COMMODORE 64 AND 128 (IN 64 MODE) 


NEW ACTION REPLAY V. 3 FROM DOSOFT 
UNSTOPPABLE ‘TOTAL BACKUP’ CARTRIDGE 


OUR NEW INNOVATIVE HARDWARE AND SOFTWARE COMBINATION 
GIVES YOU MORE POWER, MORE FEATURES, MORE FUN!! 


Action Replay V.3 is now more powerful, to disk. Disk to tape. No special 
has more features and w ill back up more knowledge is required. It tells you 
programs than any competing cartridge! exactly what to do. It’s so friendly- 


It handles the latest protected games! 

Just plug it into the expansion port 
then press the Magic Button! Our new 
hardware design makes this absolutely 
unstoppable. Now you are in complete 
control. Tape to tape. Tape to disk. Disk 


and it’s a lot of fun too! 

Become invulnerable! Action Replav ^ 

V. 3 now has a SPRITE KILLER. Play weird " 
games! The unique SPRITE MONITOR 
lets you save sprites from one game and 
load them in another! The mind boggles! 


Nothing else offers all these features at this price! t 

I Mega-Freeze ■ SpriteControlf 


Freeze and save ANY working 
program—the Magic Button is 
unstoppable—unlike other 
cartridges. Also it is now 
undetectable by software! 

■ Independent 

All programs reload without 
cartridge—and at turbo speed 
—tape or disk. 

■ Extra Fast 


Make all backups at Turbo Speed- 
much faster than rival cartridges. 
Dual speed Tape Turbo is up to 3 | 

times faster than commercial Turbos 


Unique Sprite Monitor lets you 
disable them. Save them! Change 
them!! Customise your games!!! 

■ Picture Save 

Unique! Save ANY Multicolour 
Picture, including title screens. 
Compatible with Blazing Paddles, 
Koala, Graphic Slideshow etc. 
Built-in Slideshow for tape users. )' 

■ Disk Fastloade#" 

Superb bonus feature loads five 
times faster. Takes up NO memory. 


DiskMate Cartridge V.2 

This is the way Commodore should have their DOS. 
‘ Single keystroke commands: e g. LOAD and RUN 
straight from directory, and much, much more! 
Works w ith all drives: 1541, 1570 and 1571. 

► 2 minute complete Backup • Very 
fast disk functions • Invisible 
• Toolkit • 10 second Format 
► Powerful ‘Floating’ Monitor 
1 SAVE “@0:” bug cured 
• Takes up NO memory 
l Unstoppable reset 


£14 


I Code Inspector 


10 times faster than Commodore. 

■ Super Compact 

Intelligent compacting techniques 
minimise program size into single 
files. Save 3 or more per disk side. 


Look at whole memory—program, 
registers, etc. Everything you need. 

■ Compatible 

Fully compatible with Commodore 
64,64C, 12 8 and 12 8D in 64 mode, 

_ IVflll** 1541 ’ 1541C ’ 1570 ’ 1571 and 

■ IViVIllla VCa Enhancer Drives, CBM compatible 

Transfers MORE multistage loaders tape recorders. Fast DOS, and Turbo 
from tape to disk than any other. ROM—can the others say that??? 

And all parts Thrbo load—another 

feature unique to Action Replay. r I f ^ 

I So Easy to Use 3b J get more 

Action Replay V.3 is a delight to use. FOR LE SS! 

All functions described on screen. Buy Action Replay with DiskMate 
No user knowledge is required. in ONE cartridge ONLY £39-99 

Action Replay and DiskMate are also available from Datel Electronics 


TERRIFIC 
VALUE 

Buy DiskMate with Action Replay 
in ONE cartridge ONLY £39 99 

Graphics Slideshow 

View pix from games, graphic packages 
or loading screens singly or in sequence. 
16 pictures per disk. Turboload. Disk only. 

LOOKING GOOD AT £4.95 
SPECIAL OFFER! 

Enhancement and Slideshow 
on one disk ONLY £11.95 


100% SUCCESS? 
WE ASK: WHO’S 
KIDDING WHO? 

Action Replay V.3 will back-up ANY 
program which ANY other cartridge 
can—and much more! It also has 
unmatchable features. For instance, 
‘Freeze Frame’ uses more disk space, 
saves SLOWER, has a SLOWER tape 
loader and has NO built-in disk 
fastloader, NO picture, NO Sprite, NO 
restart-features, yet costs£10 more!!! 

So, come on, who’s kidding who? If 
Action Replay V.3 doesn’t live up to our 
claims, return it within 7 days of receipt 
and you can have your money back! 


SUPER SOFTWARE SALE 

Buy NOW and SAVE! SAVE! SAVE! 


Enhancement Disk 

Get even more from Action Replay with 
this Bonus Disk to back up the new non¬ 
standard multi-stage loaders. 

GREAT VALUE AT £7.95 

Our cartridges carry a twelve month 
guarantee against mechanical failure. 

How to get your DoSoftware 

Please send cash/cheque/P.O. with order 
for fast despatch (SAE only for full details). 
Send off now to: 

DoSoft (DeptCU), 2 Oakmoor Ave, 
Blackpool, FY2 OEE 
UK Postage included. Europe add £0.75, or 
£2 if order includes Blank Disks. Overseas 
add £1.50 for Airmail, or £3.50 if order 
includes Blank Disks. 

DoSoft 

You’ll Do it Better 
with DoSoft 


FAST DISK UTILITIES • LOADERS • 2-MIN DISK COPY • FAST DISK FILE COPY • FAST FORMAT 


The DoSoft Collection 

UNBEATABLE OFFER The latest versions 
of MegaTransfer, MegaUtility, MegaTape 
and ProSprite ALL on One Disk 

HALF PRICE £12.50 WOW! 
DoSoft Super Disk Kit 

AS ABOVE but with 12 Xidex Precision 
Boxed Disks. A great start to get your 
programs on disk at a giveaway price! 

SAVE! SAVE! SAVE! £19-99 


Mega MegaTape Savings 

OUR FAMOUS Tape-to-Tape utility for 
one Datassette at an unbeatable price. 

BUY NOW £5 BRILLIANT! 
Xidex Precision Disks 

From the WORLD’S LEADING SUPPLIER- 
12 Double Sided, Double Density 5 l A Disks 
complete with sleeves, labels, tabs and 
FREE high impact plastic storage box 

TWELVE FOR ONLY £8.50! 


• HARDWARE TRANSFERS MULTI-PARTS • DUMPS HI-RES SCREENS • 















































































































Floyd even has 
problems preparing 
a chip butty 


64/128 
RADARSOFT / 
ARIOLASOFT 

Price: £9.99/cass 


Y ou'll get cred-points for putting 
Space Harrier or Gauntlet on 
your screen. But what about 
something that describes itself as the 
first computer-assisted cookery 
game? Leave it out, you say in your 
best Cockney. Well don't, because 
The Big Deal is good fun - even if 
you can't boil an egg. 

The Big Deal marks the return of 
Floyd the Droid, now employed as a 
robot in the kitchens of one of the 
BIG restaurants. He's more Floyd on 
food these days. His job is to 
prepare fast-food faster. If the 
experiment succeeds, BIG will 
robotise all its 32,000 kitchens. 

UB40 owners stay well clear. 

The game's idea is pretty simple. 


Floyd starts the day in the kitchen 
ready to take orders. As soon as a 
customer comes in, the order scrolls 
across and you control Floyd as he 
gathers the ingredients, prepares 
them and finally puts the finished 
order on the conveyor belt. 

Of course, the difficult bit is doing 
it. You have to know where 
everything is, what the recipes for 
meals are and how to prepare them. 
The exact recipe can be called up 
but you must discover where all the 
ingredients are for yourself. There's 
a fridge, a cupboard, various cookers 
for frying, roasting and boiling, sauce 
and drinks dispensers, sink and 
garbage can. In all, a kitchen to 
make Della Smith go green. 


To add to your headaches, there's 
a time limit for each order and they 
mount up as more customers arrive, 
up to five at any one time. Speech 
bubbles indicate when they are 
getting impatient and some of them 
resort to throwing chairs at you, just 
like our staff canteen. 

Sending up the wrong order results 
in the box being thrown back at you. 
Wouldn't you like to do that in 
Macdonalds? 

Luckily, you can make things easier 
for yourself by programming Floyd to 
prepare an order automatically, say 
french fries and mayo or roast beef 
sandwich and choke (shouldn't that 
be coke?). When you're confident you 
can execute all the steps, you record 


▼ Floyd's looking into the cupboard for the roast beef. 
Silly fool, it's in the fridge 


THE BIG DEAL 
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Looks like 
you'll be 
demoted 
to doing 
the dishes 
at this rate 


them and Floyd does it all unassisted 
on playback. 

Up to three programs can be 
recorded in this way and you'll need 
them especially when you get orders 
like Bugs Bunny (filet mignon, 
asparagus, macaroni and white 
sauce). Your programs can also be 
saved to tape or disk for future use. 

If customers get really nasty, Floyd 


COMPETITION 


Screen Scene 


can pacify them with a haute cuisine 
TV dinner which he heats up in his 
built-in microwave. But these must 
be used sparingly because there's 
only three of them. 

At the end of the day, you get a 
detailed breakdown of your 
performance. Do well and you move 
to a bigger restaurant with more 
complex dishes. 


What makes The Big Deal such a 
good game is that it's an original 
idea that's been very well thought 
out and implemented. Graphically it's 
all very well done, the screen being 
split into four windows. So you can 
see customers walking in and out 
and you get a closeup of whatever 
food you're preparing. 

Music is nice and cheerful too, 
with “Has anybody seen my girl" 
playing throughout. But I reckon 
there are still a few bugs around. 
Sometimes I finished up with pizzas 
when l got an egg out of the fridge. 
Dumping them in the garbage can 


didn't get rid of them. What made it 
worse was that nobody actually 
ordered pizza. 

Big Deal is a simple game that's 
difficult to play. If you enjoy working 
under pressure, having to do a million 
things at once and in an organised 
way, this is the game for you (either 
that or apply for my job). But 
whether the idea is strong enough to 
keep you hooked is another matter. 
Personally, I got bored after a few 
hours. So here's my recipe for the 
Buciak five-tier megaburger (no 
thanks, Ed). 

Bohdan Buciak 


T he Ed’s a bit miffed about this compo. He’s just 
started a diet and he is dead envious that 
Ariolasoft are offering you a fantastic winners 
prize of a year’s supply of burgers. That’s right, one 
Macdonald’s burger a week for a whole year. Just think 
of it, whilst he is nibbling a low-calorie lettuce leaf, 
you will be guzzling a juicy burger dripping with mayo, 
relish and ketchup (gulp, Ed). 

We are also throwing in a copy of Radarsoft’s The Big 
Deal, together with 10 copies for the runners up. 

And it is all so simple. Just answer the three 
questions below. Cut out the coupon and prepare to get 
your gnashers down to Macdonalds. 


(1) The world hamburger 
eating record is: 

a) 55 hamburgers in 20 mins 
35 secs 

b) 2 hamburgers in 9.65 secs 

c) 21 hamburgers in 9 mins 


(2) The record for eating hard 
boiled eggs is; 

a) 150 eggs in 25mins 

b) 14 eggs in 58 secs 

c) 1 egg in 0.87 secs 


42 secs 


(3) The fastest time for eating 
a whole roast ox is: 

a) 42 days 

b) 3 weeks 

c) 15 hours 


Name.... 

Address 


The answers are 
(ring one letter) 


Question 1: A B C 
Question 2: A B C 


Question 3: A B C 


Don’t eat this coupon, cut it out and 
send it to: Burger Bonanza, 
Commodore User, 30-32 Farringdon 
Lane, London EC1R 3AU.__ 


0 




































You'll need five sets ^ 
of hands to control ^ 
all those levers r 






TERROR OF THE DEEP 
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MIRRORSOFT 

Price: £9.95 cassl 
£12.95 disk 



H aving virtually exhausted the 
potential that space has to 
offer the voracious appetite of 
games players, I suppose there was 
only one way for software to go - 
down. 

Terror of The Deep is described, 
quite accurately as 'an adventure 
simulation in the depths of Lock 
Ness”. The nearest thing I can think 
of in terms of similar software is 
Activision's Eidolon. Both are 
essentially arcade games which rely 
heavily on an adventure atmosphere 
created by a plot in the style of 
Jules Verne or H. G. Wells. 

Terror of The Deep has a 
particularly quirky variation on the 
theme. One night, late in the 
nineteenth century, Loch Ness is the 
scene of a weird meteor shower, or 
some such whacky phenomena. 

But worse is to come. Strange 
creatures have been reported rising 




from the Loch, 'threatening the lives 
of the locals and even Nessie 
herself'. Quite why anyone should be 
concerned just because a bunch of 
monsters has ganged up on another 
monster is beyond me. After all, it 
pulls in the tourists. 

Anyway (you can see this coming, 
can't you?), an eccentric Scottish 
engineer had the foresight to build a 
'bell-like diving craft' in which to 
explore the Loch. The canny Scott 
also had the foresight to equip his 
sub with all the latest in nineteenth 


century military hardware, including a 
harpoon gun, bombs and an electric 
force field. 

Fortunately for you, the engineer is 
on his last legs and with his dying 
breath selects you for the task of 
eliminating the alien monsters and 
the threat they pose to the villagers 
and Nessie. 

The game has pinched another idea 
from Activision, in that the success, 
or otherwise of your mission, is 
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# Screen Scene 


reported by a newspaper, in this 
case The Scottish Sentinel. To be 
fair, the idea has been expanded 
upon and, whatever the outcome, all 
reports are presented in this manner, 
rather than one final report when 

No laser phasers ^ 
here, you're armed ^ 
with just a harpoon ^ 
gun 

you manage to successfully complete 
the game. 

And so to what actually happens. 
The first Scottish Sentinel front page 
report informs you. 'New volunteer 
needed. Terror of the deep. Can 
submersible beat space crystal 
menace? 



This is where the hype ends and 
the action begins. First, using a 
j pointer on a map you must pinpoint 

the position at which you want to be 
dumped into the icy waters of the 
Loch by the captain of the surface 
ship. There's no easy get out here 
■ for cowards. Any attempt to ditch 

the sub on dry land and make a run 
for it is doomed to failure. 

I So you find yourself in command 

of an ancient looking Nautilus-like 
\ submarine. The instructions are 

pretty unhelpful in this respect. It's 
not that they don't tell which lever 
does what - they do - it's just 






that I find a quicker method of 
familiarising yourself with the 
controls in the 'I wonder what will 
happen if I pull this lever' approach. 

And there are lots of levers. 
Probably the least important are 
those which control movement of the 
sub. Although you will need to 
familiarise yourself with them as 
spot on manoeuvering is essential to 
target the harpoon gun. 

There are, however, several 
controls you need to keep an eye on 
and constantly adjust. A huge set of 
bellows on the left of the panel must 
be periodically pumped to maintain 
the air supply. The power wheel, 
deliberately situated inconveniently 
on the far right, must be rotated 
every now and then to maintain a 
steady supply of juice to the 
electrically powered systems. 

Probably the most ignominious 
demise ever incorporated in a game 
is death by standing still. A 
stationary sub is a sitting target for 
deadly spores which attach 
themselves to the viewing ports. If 
you must stand still you'll have to 
fry the spores every few seconds 
with the electric field. 

In practice it's only necessary to 
remain stationary when awaiting 
supplies from the surface ship. A 
blast on the klaxon lets them know 
you are in need of more harpoons 
and bombs, but picking them up with 
the electromagnet can be quite 
tricky. Bear in mind that while you 
are trying to accomplish this the air 
will run out, the power will run 
down and the spores will attack in 
frightening numbers. So there's 
plenty to do in the meantime. 



Overall 


At times it's hard to remember 
that your main objective is to 
destroy the alien crystals. But once 
you get the hang of doing everything 
else on auto pilot things really start 
to hot up. Do be careful not to get 
carried away and start blasting the 
fish and other harmless marine 
creatures. 

I liked Terror of the Deep, but 
terrifying isn't the word I would use 
to describe it. It's actually quite 
relaxing, if a little hectic at times. 
The feeling of being submerged in 
the murky depths of Loch Ness is 
brilliant and makes a change from 
dead boring space which always 
seems to look the same, no matter 
whose space it is. 

Ken McMahon 
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DELTA 
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THALAMUS 

Price: £9.99/cass 
£14.99/disk 


H ey! What's that smell, oh no! 
It's the power pack, it's 
glowing! Still, I've been playing 
Delta for eight hours now, no 
wonder it's hot. 

Programmer Stavros Fasoulas has a 
taste for shoot 'em ups and Delta 
goes much further than Sanxion. 

Let's get the plot out of the way 
first. Several space ships have gone 
missing in an unchartered part of the 




galaxy known as Delta. Being 
amazingly brave and downright 
foolhardy, you have volunteered to 
find out why. And so begins the 
game. 

You control your fighter using the 
joystick and must destroy on-coming 
alien attack waves. Delta features 
163 different attack waves, spread 
over 32 different stages. 

As soon as the first attack wave 
appears, blast it. Yes, I know it 


sounds obvious, but do as you are 
told! 

If you manage to destroy a whole 
wave, you will receive a credit. This 
credit is used for purchasing different 
weaponry for your ship. Df course, 
the more powerful the weapon, the 
higher the asking price. Once you 
have selected a weapon it will be 
displayed at the bottom of the 
screen in its appropriate box. 

After the first wave, some icons 
will come floating your way. The 
ones coloured blue are those which 
you can afford, grey ones require 
more money. 

To choose an extra weapon, just 
select it as it floats past. But, 
colliding with a grey icon means 
death, so don't go for what you 
cannot afford! 

These icons appear after a set 
number of attack waves, but it's a 

Leaving Death Rocks 


different number at every stage. 

The extra weapons you can have 
consist of the following: 

Extra Speed: This icon only 
costs one credit and its function is 
quite obvious. You may buy up to 
three extra speeds, after that your 
engines will overload and you will 
revert back to normal speed. 

Extra Bullets: Normal firing 
is fine for blasting the front line 
attack waves, but real heavy ships 
require that special touch. You can 
buy as many of these as you like, 
keeping you ready for anything. The 
asking price is a mere two credits. 

Multiple Fire: For three 
credits you can defend your flank 
and sides with this handy gadget. If 
any fool Hsiffites (that's what the 
aliens are called) come messing, 
they're dead! 

guarantees a big surprise 
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Screen Scene 


For instance, if you know there is 
a meteor shower ahead, grab a Fish 
laser, as it destroys rock quickly, but 
if you are heading for a space wheel, 
Multiple Firing might be best. 


Which weapon will 
you choose to get 
rid of this lot? 


If you fly straight past the icons, 
you lose all credits, but sometimes 
you don't need anything. 


consists of pools of fire which shoot 
out flames, killing anything within 
reach. Also look out for a level called 
"Leaving Death Rocks". I guarantee 
a big surprise. 

While all this action is going on, 
you can be listening to the weird 
soundtrack, a Rob Hubbard classic. 
It's atmospheric electro music, which 
you may not like at first, but believe 
me it grows on you. It also helps 
you identify in your mind which 
attack wave is next. 

Should you really hate the 
soundtrack, you can have sound 
effects instead, which are of the 
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If you hate the soundtrack you can just go for the 
sound effects 


make this game graphically very hot 
indeed. Also look out for the 
animation on the alien worms. It's so 
slick. 

The most impressive level is the 
one called "Sun of Dreams" or 
something like that. The screen 


whilst the game is still loading. 

Well, what more can I say? 

Brilliant graphics, outstanding 
animation and fantastic tunes. This 
game is the business. Definitely my 
top 64, no, top home computer shoot 
'em up. Chris Cain 


d y 

Fish Weapon: Made on the 
planet Zlot, these lasers will deal 
with most aliens in a jiffy. A bargain 
at only four credits. 

Protector Lacerate anything 
that comes into your immediate 
airspace with this little number. The 
Protector is a razor-sharp ball that 
whizzes around your ship, very 
deadly. To you John, five credits. 


Supa Shield: This is the 
ultimate in space weaponry. Once 
fitted, you have complete command 
of any situation, because no alien 
can kill you, simple. But this one will 
cost you a steep seven credits. 

For those of you who are thinking 
that all they have to do is get a 
supa shield, forget it. None of the 
gadgets will last forever and could 
run out at any moment. The 
weapons icon will flash as it starts 
to fade. And, just to make things a 
bit difficult, some waves will 
subtract from your credits rather 
than add to them! 

Once you have played the game a 
few times, you will figure out which 
weapon is the best to use on certain 
waves, and so forth. But, don't buy 
a high price weapon just because 
you can, think about what you 
choose. 


Animation is slicker than Chris Cain's jumper 


As you fly from left to right across 
the screen, you cannot help noticing 
the fantastic graphics. Brilliant 
shading on your ship, lovely coloured 
aliens and ultra-smooth scrolling 


highest calibre. 

And if you ever fight your way 
through to the end, an outstanding 
tune awaits you among other things. 

Another impressive aspect of 
Delta's sound is its new loading 
system, Cyberload, which allows you 
to alter the loading tune and 
generally muck about with different 
bass, drums and lead instruments 
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New from Mikro-Gen, the exclusive Classic 
Collection offers four superb games in one. 
Guaranteed to give hours and hours of play. 
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Classic Collection 1 available on 
Spectrum and Amstrad. 

Classic Collection 2 available on 
Commodore. 

Both contain a four-pack of top selling 
Mikro-Gen games including the classics 
Pyjamarama and Witch’s Cauldron. 

Amstrad Cassette £9.95 

Disk £13.95 

Spectrum Cassette £9.95 Commodore Cassette £9.95 

Disk £13.95 
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COMMODORi 


SAS STRIKE FORCE 

Join forces with the country’s 
elite team of marksmen and pit 
your wits against the terrorists. 
This game is not for the 
fainthearted. Only the best will 
succeed. 

I Amstrad Cassette £9.95 
Disk £13.95 


Spectrum 


FROST BYTE 

By popular request, now 
available on Commodore 64. 
Frost Byte is an eery game of 
monsters and caverns. 
Something to get your teeth 
into - if you can stand the 
danger. 

Commodore Cassette 


Mikro-Gen Software 
44 The Broadway 
Bracknell, Berkshire 
Telephone 0344 427317 


Available from all good software 
stores now. Look out for the 
distinctive pack. 
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^^^|You get a scoreboard bigger than a bowling alley 



10th FRAME 
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Price: £9.99/cass 
£14.99/disk 


I f I'd played as many real games 
of bowling as I've played 10th 
Frame, my bowling arm would 
now be 6ft long. And I didn't even 
have to hire a pair of sweaty 
bowling shoes and use a leaky 
ballpoint pen. 

10th Frame is yet another brilliant 
simulation from the Carver brothers. 
You'll remember they wrote Raid 
over Moscow. So whether it's 
knocking down skittles or Rooskies, 
it's all the same to them. 

But 10th Frame resembles more 
their other recent success, Leader 
Board. It features the same kind of 
playing options, a huge scoreboard 
display and the now familiar joystick- 


controlled 'power meter' for 
executing your shots. 

Before getting your fingers caught 
in the bowling ball, you must first 
select either the League or Open 
Bowling option, the difference being 
that in the League game, you get to 
organise yourselves into teams. In 
Open mode, you play for yourself, 
competing against a maximum of 
seven other bowlers. 

Skill levels range from Kids 
(designed only for Junior) to Amateur 
(beginners level for bowling novices 
like you and me) and Professional 
(forget this until you've graduated to 
your own bowling shirt). 

Actually playing the game is 
simplicity itself. Each player gets 
two turns to knock down all the 
pins, and there are 10 frames per 
game. Your man is completely 
joystick controlled and there's a 
sequence of moves to executing the 
bowl. 


First you set your 'mark', that's 
the point on the bowling lane you're 
aiming at. Then position your man on 
the lane. Now comes the tricky bit, 
the bit your credibility depends on. 
The bowling process is controlled by 
the power-meter which shows two 
zones, speed and hook. You set both 
of these by some pretty nifty 
joystick movements. Let go the 
button at the point you choose on 
both scales. 

The speed and hook functions work 
together. So the faster you bowl, the 
less hook (or bend) you get. Go too 
far in either direction and you enter 
the error zone, which usually means 
watching your bowl trundle up the 
gutter. Getting the hang of all this is 
not as easy as opening a tin of 
sardines without the key. 

But perseverence pays off and 
you'll eventually get the feeling that 
the ball is doing just what you 
intended. This takes some time but, 
unless your opponents have been 
putting in some sneak practice, 
they'll be just as lousy. 

And now for some words of praise. 
The animation and sound in 10th 
Frame are very classy. No matter 
how clumsy your effort turns out to 
be, the style of execution is always 
impeccable. That sweeping arm, the 
balanced crouch, the professional 
follow through - very stylish. Then 
sit back and listen to the bowl 
rumbling up the alley - crash! 

The pins fall down with a chunky 
crunch and that whole mechanical 
process of picking up pins, sweeping 
away the ones you hit and putting 
down a new set is presented with 
remarkable realism. Better than the 


Top Rank where one pin usually gets 
stuck. The only thing you don't see 
is the ball rolling back. You know, 
where you get your fingers bashed. 

Now for the scoring. As in Leader 
Board, the Carvers have placed great 
emphasis on score displays. Needless 
to say, all scores are totalled up 
automatically - no need to look like 
an utter fool if you don't know what 
a strike or a spare is. 



By the way, if you've never 
bowled before, the manual gives a 
complete account of scoring and of 
the basic bowling strategies. It even 
gives a list of bowling jargon. So 
when somebody calls you a Turkey 
you won't drop a bowl on their foot 
because you'll know it means you 
got three strikes in a row. 

Bowling nuts will love this game. 
Then again, stamp collectors will 
love it too. Get a few friends or the 
family round to join in - they won't 
need to take their shoes off. 

Bohdan Buciak 
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BRIAN CLOUGH’S FOOT! 
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CDS 

Price: £14.95/cass 


£19.95/disk 



B rian Clough's fortunes have been 
varied to say the least this 
season. He's out of the cup 
competition and desperately trying to 
hang on to the title challengers. 

After the kind of start he had to the 
season that's disappointing. Will he 
go elsewhere? Will he get sacked? 
Will he stay for one more year? Well, 
I haven't got a clue, but I do know 
that any football game I play has got 
to throw up these kind of 
uncertainties if it is to have any 
sense of what the game is all about 
at management level. This package 
sets out to do just that. 

Brian Clough's Football Fortunes is 
not simply a piece of software you 
load up and play. There's a board, 
cards and counters as well. The aim, 
simply, is to win as many honours as 
possible and accrue more 
management points than anybody 
else. The software interacts with the 
board game which works along 
Monopoly lines, but don't go thinking 
that all it does is roll the dice for 


you as a gimmick, it is an active and 
constant element. 

Between two and five players can 
sit down and play this, but a season 
will last a good hour so don't plan 
on going out otherwise you'll be 
pretty unpopular with the other 
players. I said two could play but 
Football Fortunes is a game that 
improves with more players. The 
really fun aspect is the underhand 
wheeling and dealing that goes on 
with rival factions. You just can't get 
that with two people. 

Once the game has loaded you 
type all the players' names in and 
from then on everything must be 
undertaken in that order, otherwise 
the program will get out of sync. 
Select yourself a team, a real or 
imaginary one. In my game the 
women were forced to play as Girlie 
Utd - very funny we thought, tee 
hee. 

The computer then allots you a set 
of players based on skill ratings in a 
set formation. Skill ratings number 


between one and five and the 
formation is broken down into 
keepers, defenders, forwards and 
utility players who may play 
anywhere. A five star utility player 
carries a lot of transfer value and as 
the game progresses you'll find huge 
transfer records being set for players 
of this quality. All the players have 
contemporary names so you can fill 
your side with your favourite players. 
There's even some blank cards so 
you can write in the names of more 
obscure players - like Bryan Robson. 


Options screen works simply and effectively 



i) Display next fixture* 

2> Input and plan next fixture 
3> Display league table 
41 Display next Selection Preble* card 
5> Display next Managers Luck, card 
S> display last league results 
?> Display last Selection Problem card 
m Display last Managers Luca, card 
t) Throw the die . 

•> Display current points table 
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IBALL FORTUNES 



▲ Choose your favourite team or overwrite one if 
there's nothing suitable 


Once you are set up, the team is 
divided up into attack and defence 
and the star ratings of players in 
these sections added up, ready to be 
input into the computer before each 
match. 

The game now reverts to the 
board, and this is where the 
Monopoly style play comes in as you 
move counters around, landing on 
different squares. At the beginning of 
the season you're allotted some nice 
toytown money to splash around, but 
you will not be spending it all on 
players. Many of the squares you 
land on involve expenses. 

Each turn you'll come to dread 
landing on the Wages, Selection 


Problems and Crisis squares. On the 
plus side though, there is 
sponsorship, bank finance and 
auction squares, some of which are 
half price if you land on them. Other 
players will try and force you to pay 
as much as possible for the privilege 
of buying no marks like Eric Gates in 
this situation. 

Manager's Luck acts as a chance 
card and may be good - horribly 
good in one case when one of my 
opponents floated his team on the 
stock exchange for a quarter of a 
million; or horribly bad as the 
manager of Reading woke up one 
morning to find his side decimated by 
a car crash. Reading slipped from top 



to bottom within the space of half-a- 
dozen games. Football's a funny old 
game. Downright hilarious sometimes, 
though I thought a helpful suggestion 
for a luck readout "A plane crashes 
whilst carrying a team of your 
choice", was perhaps in poor taste. 

After everyone has had their move 
you play a game, inputting the 
attack and defence statistics into the 
computer. Current form is taken into 
account with strength and, I assume, 
a certain random factor from some 
of the results. Final scores are 
printed out vidiprinter-style and gate 
money is paid out for attendances. It 
is possible to go bankrupt so any 
money coming in is of benefit. Apart 
from the league fixtures you will find 
yourself playing in the FA Cup and in 
the second and successive seasons, 
Europe. Imagine our horror then to 
have to watch Girlies Utd take the 
league title and win the FA and 
EUFA Cups in their second season. 
Well we let 'em win ... 

Football Fortunes is great fun for 
any enthusiast of the game. We 
actually chose to carry on playing 
this rather than watch a live game 
on the box, that's how absorbing it 
gets. There are faults but none of 
them serious. It is possible to get so 
much money, for example, that you 
can buy every good player on the 
market and thus assemble a team of 
unassailable strength, which is not 
as any Man Utd supporter will tell 
you the case. There are also a few 
minor omissions in the rules but you 
can iron those out for yourselves. 

Whether or not you could 
accurately describe this as a 
computer game is debatable but who 



▲ Your formation 
with skill rating. 
Could do with 
strengthening — 
particularly at the 
back 

cares? Last issue I put out a plea for 
a good football game and now I've 
got one. In fact, we got a result! 

Mike Pattenden 
(with thanks to the managers of 
Millwall, Sheff Wed, Reading and 
Girlies Utd) 
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# Screen Scene 



a boorish barbarian you choose to do 
it with a barrel of the stuff. Don't 
spill any, this is probably a crime. 

Rock Rolling: You thought 
Decathlon joystick waggling was 
tough! In this event you find yourself 
at the base of a steep hill supporting 
a rock with your bare hands. You 
then have to roll the rock up while 
on the other side your opponent is 
doing the same. If you let it waggle 
too slowly you will no longer be able 
to support the rock and it will roll 
back and crush you. If your opponent 
beats you to the top of the hill he 
will, without remorse, roll his rock 
down hill on your side which will 
also crush you. Naturally, if you get 
there first you get to flatten him. 
Sheesh, there can't have been many 
voluntary Decathletes in those days! 

Other events include the Human 


Not just arm wrestling but 
arm wrecking 


A U BLOOD ’N’ GUTS 
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S ome of the more easily 

distracted of you out there may 
be getting bored being all fit 
and athletic by playing those testing 
sports simulations. Why throw 
javelins or bob sleigh when you can 
throw yourself headfirst off the top 
of a tower, or chuck cats. That's 
exactly what the forefathers of 
Daley Thompson did in the barbarian 


equivalent of the Olympic Games. 

On loading up, you are faced with 
the agonising choice of competing or 
practising, which is very useful. After 
selecting, you are allowed to choose 
from a high-res identity parade of 
barbarian athletes, all willing to 
endure the sort of physical torture 
which makes the Japanese game 
show Endurance look like Blankety 
Blank. Be warned those of you of a 


Chuck a rock in vour 
opponent's teetn — 
but you don't win a 
coconut 




slight disposition, this game comes 
with a 15 rating. These Aryan 
events include: 

Tower Jumping: Your barbarian is 
perched atop the highest tower the 
organisers could find, and then for 
the barbarian to prove his masculinity 
he has to jump off the top, clear 
22ft in a horizontal direction and 
land on his head. 

Cat Throwing: It's a wonder that 
the Cats Protection League haven't 
found out about this one! It involves 
your Barbarian spinning round in a 
fashion reminiscent of a modern day 
discus thrower, but instead of a 
discus the athlete is holding a cat by 
two of its legs, trying to lob it over 
50ft along a neatly mown lawn. If 
you get bored with the game you 
can always try this event out on 
next door's moggie! 

Ale Drinking: A speciality event of 
many members of this magazine. It's 
the old rugby drinker's favourite 
down it in one, except being a bit of 


Hit in which you use a fellow 
barbarian as the target for some 
hefty rocks; the comparitively 
gentlemanly Pole fight, though this 
is fought with clubs rather than 
staffs; Mountain Walk, reach the 
middle of a rope as fast as possible; 
Axe Throwing is done at your 
opponent and the Arm Wreck is an 
extreme version of arm wrestling. 

Blood 7 1 ' Guts is a considerable 
improvement on Greve Graphics' 
previous efforts. The graphics are a 
major step forward with their sharp 
pictorial background scenes and the 
precise animation of the large 
characters. The only problem is the 
player's major enemy the multi-load, 
and the dodgy loading this entails. 
This game has crashed on loading 
one section several times. 

Nevertheless, this comes 
recommended to anyone out there 
with a remotely sick sense of 
humour. 

Mark Patterson 
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THE GILT EDGED LABEL 


Now the Status Software label brings you games AVcUIgIdIG 

you can rely on. Paccottc 

Superb sounds, great graphics, fast action. vdooCUt 

The gilt edged label for people who demand the Disk £14 

Just arrived. The Vikings full of action packed fun COITlinQ Si 
with challenges for all levels. Tipped to soar up the SpGCtriUTI 
charts. Get your copy now. 


Also available from 
Status Software 
on IBM PC, AMSTRAD 
PC1512, TANDY 1000 


Status Software, Unit B11, Armstrong Mall, The Summit Centre, Southwood, Farnborough, Hants. GUM ONP Tel. 0252 543303 
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You begin with an option screen, 
as you do with all events, which 
allows you to make adjustments to 
the style of game you want. Here 
you can select the weight of ball and 
alley slickness that suits your type 
of game. Don't ask me what that's 


No this isn't the 
bowling alley, it's a 
dartboard 


all about, you'll have to read the 
instructions for yourself to decide 
what suits you best. Me, I just 
throw. 

As you begin you get a side-on 


he's supposed to do. Your job is to 
position him in relation to the alley, 
then if you hold the fire button down 
an arrow appears, scrolling across 
the alley. When you've made up your 
mind where you want him to throw 
the ball - you may only have 
skittles standing on the right-hand 
side of the alley, for example - you 
let go the fire button. 

Be ready because he's an impatient 
so-and-so and he'll leg it straight 
down the alley and chuck the ball 
before you know what's happening. 

If you fail to hit the fire button to 
make him throw it correctly, he will 
fall flat on his face or club his foot 



64/128 

ADVANCE/ 

MINDSCAPE 

Price: £9.95/cass 
£14.95fdisk 



cu. 

Screen 

Star 


r 


Nice touch, 
scoreboard shows 
results in all events 


I 'm always game for a sports 
simulation, especially one which 
doesn't require you to waggle the 
joystick and break out in a sweat 
like a Turkish wrestler in a Soho 
stripjoint. 

This American programmed 
collection of mildly physical events 
comes surprisingly, not from US Gold 
but a company called Advance. 

That's because Mindscape wanted 
more than US Gold were prepared to 
pay so instead they bought one 
event - obviously not included in 
this package - Superstar Ping Pong. 
Just keeping you informed. 

What you are left with is still well 
worth having even with the problems 
of the dreaded multi-load. Choose 
from three possible games. Ten Pin 
Bowling, Darts and Air Hockey. 

Ten Pin Bowling: This is the 
second version of this game on the 
market at the moment. Compared to 
the Access simulation, which is 
programmed with the typical 
painstaking accuracy of all Carver 
games this doesn't fare too badly. 
They are not, however, treated in 
the same way. The Mindscape 
version plays completely differently 
to the Access one. But it's no less 
enjoyable or for that matter any 



view of the alley and a nice large 
character who immediately snatches 
a bowling ball. So far so good, he 
seems to have some idea of what 



Near-view 
perspective so that 
you can't see the 
beer belly ▲ 
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# Screen Scene 


with the ball. 

The major skill involved with Ten 
Pin Bowling is in getting the ball on 
course for the pins. As the ball hits 
the alley it will start to curve and 
you have to control this with your 
placement of the ball and the degree 
you allow it to curve which is 
controlled by pushing the joystick at 
the best angle. As you move anti¬ 
clockwise round the points so the 
curve on the ball can be increased. 

If that sounds easy it's not and it 
will take you some time to master 
anything like a degree of accuracy so 
that the ball doesn't career into the 
gutter and miss the whole set of 


has appeared before, and I have to 
say that it is not as good as 
Mastertronic's excellent cheapo. 
There's no speech and it's a lot 
harder to play. Nevertheless it has 
some neat touches and is by no 
means bad. You simply line up your 
dart, first horizontally, then for the 
angle of elevation. Finally you select 
how hard you want to throw it. 

Accuracy is not easy to attain, 
because there is no scale on the 
angle of elevation so you have to 
use your eye and experience to work 
out how to find the right spot. To 
make matters more difficult the 
treble zone is extremely small and 




Get off, it's my turn. No, get off • 



arcades. No fancy consoles, laser 
discs or state-of-the-art technology. 
Just a puck, two striking blocks and 
a smooth surface cushioned with air. 
Blast the ball round the table at high 
speed and score more goals to win. 
It's just as simple and as much fun 
to play on the computer and what's 
more you do not get your finger 
trapped over the block so a puck 
travelling at about 50 mph takes 
your finger nail off! 


comes into it's own. One of those 
familiar office queues formed to play 
this. 

Even without the ping-pong option 
Indoor Sports is still great value for 
money. The graphics throughout are 
of the highest quality and the sound 
effects are almost as good. Great 
fun and not too strenuous. 

Mike Pattenden 
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Two pins left — that 
must mean you 
knocked down eight 

The computer falls down a bit here 
in terms of skill, so I suggest you 
play at workout or hyperdrive speed. 
This applies as well to the two 
player option where the game really 


▲ It's best to play Air 
Hockey in 
hyperarive 




pins completely. The scores are all 
added up for you automatically and 
you even get a face registering the 
guy's reaction to his throw. In my 
case he tends to look like he's 
swallowed a glass of camel sick. 

Darts: This is also a game that 


difficult to pinpoint regularly. One of 
the game's nice, but frustrating 
touches, is the tendency for the dart 
to hit the wire and bounce on the 
floor. Well it happens to John Lowe. 

Air Hockey: Still one of my 
favourite two player games in the 
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The Final Challenge 



Launching soon on: For mail order enquiries please write to: 


Spectrum £7.95 NMC Limited, PO Box 67 

Amstrad, Commodore tape £8.95 London SW11 IBS 

Amstrad, Commodore disc £14.95 or call on 01-228 6730 


























# Screen Scene 



you will notice a strong resemblence 
to the style of game, but play it and 
- well actually don't play it - but 
even the aliens are the same, even 
the way the bullets move is identical. 
Although I try to find a way around 
using the term, Raid 2000 is, sadly, 
a rip-off. 

The only difference to Z, is that 
you have an energy bar. This lets 



Whichever region 
you choose to 
defend, they all 
look the same 


you take a few shots before you 
lose a Hypo-jet. This makes up for 
the numerous amount of times you 
have to shoot the Xanthids before 
they kick the bucket. That's not to 
say it's easy, it isn't. The toughness 
in Raid though, is not in the ships, 
but in the fidgetty controls. 

Raid is a jolly game for about ten 
minutes or so. Any longer and you 
start to feel your eyelids getting 
heavy. The trouble is not in the 
graphics or sound, they are 
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aid 2000 . . . it's not exactly 
what you would call an 
f I inspiring title, is it? Frankly 
the plot's not much better either. 
Aliens have decided that the earth 
could have some extremely valuable 
elements. A vicious race known as 
the Xanthids whose own lives are 
sustained by chlorophyll, discover it 
can be found in plenty here on earth 
among the plants. You as the 
commander-in chief of the Earth's 
defence have only our pilot skills and 
four top whack Hypo-jets to save the 
Earth's skin - or should that be 
leaves. 

Before you launch each Hypo-jet, 
your ship's computer will show you a 
map of the world, with your base 
and the areas where the Xanthids 
have overrun the Earth's defence, 
marked on it. You will also see your 
four Hypo-jets pictured next to your 
base in the corner. You can control 
these via the joystick, so that you 
may choose which city to defend 
first. (Dublin obviously - Ed) 

Once you've got that sorted out 
"You're going in!". The objective is 
simply to blast away at any and 
everything that moves. Your ship is 
viewed from above and can 
manouvere on any of the eight 
directions. The scrolling is notably 
excellent up to the standard of 
Parallax. 

There are many different forms of 
aliens to shoot, but each takes more 


World map shows you the regions occupied by 
the nasty Xanthids 


than one shot to destroy. The aliens 
attack in waves but the odd, fearless 
pilot decides to kamikazee into you. 
The ships are incredibly similar to 
those in Rino's golden oldie Z I 
make specific reference to that, as 
the game owes its whole existence 
to it. Looking at the screen shots 


acceptable. The gameplay lacks any 
grab factor, there is nothing to make 
you strive to kill the last alien. 
Mirrorsoft are, or should I say were, 
going places but after the marvellous 
Strike Force Harrier this is definitely 
a step in the wrong direction. 

Ferdy Hamilton 
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► 

Would you 
like it if your 
home was 
occupied by 
the Forces of 
Darkness? 
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Price: £2.99/cass 


CON-QUEST 


A hh, the joys of moving house! 
But when a small creature 
named Oscar tried, he had 
absolutely no idea what was in store 
for him. Fresh from the estate agent, 
clutching the keys with the green ID 
tag still attached, he entered his new 
abode, unaware of the unsavoury 
house guests he had acquired with 
the property. 

At first all seemed to be in order 
until some mysterious blobs started 


to form around him, taking on the 
appearance of the minions of none 
other than Demon Grell himself. Now 
these minions are really nasty pieces 
of work ranging from malformed 
demons, killer slugs and worst of all 
snakes, whose bite will result in 
certain death after a short period of 
time. 

There is, however, a potion of 
healing which may be used to negate 
their bites and regain lost energy. 


Each one of these little creatures has 
only one desire and that is to drain 
your life-force until death occurs. 

But not satisfied with claiming 
your life, Demon Grell will condemn 
your soul to walk the fires of hell 
for all eternity, which sounds far 
more exciting than this game. 

Naturally Dscar is not too pleased 
by his new home being occupied by 
the Forces of Darkness, and instead 
of complaining to the estate agent 
he sets out to rid the place of these 
squatters himself. Not surprisingly 
this is where you come in. 

First of all you must find a weapon 
or two as certain creatures are only 
affected by certain weapons. You 
might also identify on your 
marauding a peculiar looking object 
that you'll soon recognise as a globe 
of invulnerability. This, needless to 
say, renders you invulnerable to the 
continuous battering provided by the 
minions. 

The globe does have its 
drawbacks, though, the main one 
being you have to exit it to start 
serious blasting. Another one is that 
it runs down batteries faster than a 
Walkman. Dscar is controlled by 
joystick and an extremely awkward 
arrangement of keys which are used 
to access icons such as pick up and 
drop. The amount of time it takes to 
use them can often prove fatally long 
for poor Oscar who is left standing 
like a dead muppet. 

The graphics are not up to much 


WEST BANK 
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I f you've ever fancied yourself as 
quick on the draw then Gremlin's 
new mid-price game might be the 
one for you. "Soft City smells of 
gunpowder", says the inlay, but you 

▼ No prizes for 

guessing who the 
good guy is 


would be the soft one if you didn't 
recognize this as a straight copy of 
the arcade game Bank Raid. 

Inside West Bank are untold riches, 
well, quite a lot anyway, and 

You don't have to 
shoot Daisy to get 
her money 


everyone's eager to get their mitts 
on some of it, including you. You 
don't have to rob it though, they will 
give it to you if you act as a sort of 
western security guard. Figures 
appear from behind any of the 
twelve safe deposit doors to hand 






































































































# Screen Scene 




you the dosh, but not all of them are 
friendly so you had better be fast 
and accurate on the draw. 

For example, you might come 
across genial old Green Jordan, the 
friendly farmer who comes to the 
bank to deposit his savings. Don't 
shoot him, his family won't like it. 

Or there is Daisy, the purttiest thing 
you ever did see. Don't shoot her it's 
a hell of a waste — even if she does 
lie in a rather revealing position 
when you do. 

Also waiting to jump out from 
behind the doors are various baddies 
like Jack Vicious who you can gun 
down as soon as you see him 
appear. Occasionally he will shove 
Green or Daisy out of the way to try 
and catch you out. The really tasty 
customers are the boys who draw on 
you. If you shoot before they get 
their gun out of the holster then you 


lose a life. 

One other awkward chap is Bowie 
the dwarf who spends his life 
walking around wearing several hats. 
Strange behaviour I know, but under 
the bottom one there's money ... or 
a bomb, so be careful as you shoot 
them off. 

After each day there is a shoot out 
with three villains, but again you can 
only draw after they have. 

West Bank looked pretty mediocre 
on my first viewing but I have to 
admit that despite it's 
straightforward five key gameplay, I 
just had to shoot them thar varmints. 
It has a certain undeniable 
addictiveness that compares well 
with the graphics and sound which, 
without being spectacular, are 
adequate for the price range the 
game falls into. Go for your game! 

Mike Pattenden 
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either, consisting of a poorly 
executed 3D effect and badly 
animated one-colour sprites. If you 
only have a few quid to spare, I 


suggest going for one of the better 
budget releases about. 

Mark Patterson 


Oscar looks glum at being in such a naff game 
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Z ub is a third class private in 
the second glorious Army of 
Zubi - although this reluctant 
trooper does not relish his military 
career one bit. His fellow soldiers are 
genetically engineered fighting 
machines with no fear or sympathy 
for anyone. But Zub is the exception. 
For 478 years he avoided active 
service but now he is called upon to 
do his bit. 

It appears that someone nicked one 
of the crown jewels - 'The Green 
Eyeball of Zub' no less, but luckily it 
had been traced to a distant planet 
- Zub 10. The king was not 
altogether chuffed with this state of 
affairs and wanted his ball back (his 
eyeball) and decreed that a similar 
ranking officer be despatched 
immediately to retrieve it. 

A series of teleporters are used to 
convey our doubtful hero to Zub 10. 
In order to get to them he has to 
hop from a series of platforms 
suspended in mid-air. 

Once safely on the platform he can 
move it from right to left. He moves 
it to underneath the next platform 
and hops again. By moving 
continually upwards he can reach the 
next teleport. 

This standard platform romp is 


made more difficult by the presence 
of nasties on some of the platforms 
— but your anti-alien plasma pistol is 
more than capable of dealing with 
these. 

Power pills have to be collected as 
Zub explores the planets. The power 
pills have a variety of uses - and 
not all of them are that useful either. 

When you finally reach Zub 10, the 
game seves up a real stinker. It tells 
you that the green eyeball of Zub 
was in your pocket all the time, so 
your journey was wasted. But you 
still have to make ^your way back 
home - and get bored stiff climbing 
your way back to Zub 1. 

What all this adds up to is a rather 
weak and repetitive game which has 
little or no appeal. Climbing ever 
upwards is no barrel of laughs. But 
you should play it just to see the 
multitude of different aliens. The 
graphics for these are pretty neat, 
especially the clockwork fish. 

Sound is below average though, 
and there is a rather dull piece of 
music from David Whittaker. 

I can't really recommend this game. 
And you will already know that there 
are lots of better cheapos on the 
shelves. 

Richard Bradbury 
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Passengers climb on 
top of the trucks to 
take pot shots at you 


The diagonal rifle 
shots can be deadly 


Watch out for viscious 
knife-welding 
grannies at these 
windows 




EXPRESS RAIDER 
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W hat's the first thing you 

noticed about this spread. Go 
on, admit it, its taken you a 
good few seconds to get round to 
reading my review. You've been 
looking at those incredible screen 
shots haven't you? 

Well we don't mind one bit 
because we are pretty proud of them 
ourselves. It just goes to show that 
you don't just get the big game 
reviews first in CU you get them 
treated in a way that most ordinary 
mags can only dream of. 

So how did we do it? Honesty 
prevents me from stealing all the 
credit for the CU team. Paul Winder 
and his team of screen dump experts 
stand up and take a bow. 

So how is it done? They dump 
several scrolling screens with a full 


colour laser printer, get their scalpels 
out and paste them up onto a huge 
board, take a photograph of it and 
Bob's your uncle. Actually it's a lot 
trickier than that but the basic 
method is as described. 

I think you will agree they leave 
ordinary screen shots for dead and 
you can look forward to seeing them 
cropping up in CU regularly. 

OK so what about this game? 


Express Raider is a long-awaited 
coin-op conversion. Scrolling wild 
west arcade games have been around 
for a couple of years now and it is 
fair to say that they never exactly 
set the world alight. 

Despite this - there is still a neat 
game idea contained within Express 
Raider. 

According to the blurb the game is 
"just like classic wild west films of 



Ride that horse and take aim at the same time 
* shucks it's tough 



















































Steady the horse and 
take aim at the same 
time — not easy, boy 


Amost there — bet 
Casey Jones is getting 
nervous 


Reach the engine and 
go on to the next 
train. Eight of them — 


# Screen Scene 


out by shooting it as it is thrown at 
you by the desperate travellers. 

The most challenging part of the 
game is the big bruiser who you 
encounter on Train 3. He pushes a 
huge pile of packing cases at you 
that you have to punch out one by 
one. Once you have cleared the 


You encounter 
top of the carriages. There is a 
drunken bottle-throwing hooligan, a 
rifle man and several hoodlums who 
attempt to stop you from reaching 
the engine and grabbing the bags of 
gold. 

If that doesn't sound difficult 
enough there are also bombs that are 
about to go off on the links between 
the carriages. 

Train 2 

This time you are attacking the 
train on horseback, galloping 
alongside the hurtling train shooting 
it out with the passengers who are 
keen to protect their gold, 

They appear from behind carriage 
windows and from the top of the 
carriages taking rifle pot shots at 
you. 

This bit is tough. You need to keep 
the horse at just the right position 
up the screen to hit your targets. 

The passengers are pretty accurate 
shots from some really acute angles. 
A stork flies over occasionally with a 
money bag in its beak. Shoot it for a 
bonus. 

The object of the game is to get 
the gold. If you reach the engine you 
get two bonus bags - but there is 
also gold to be earned as you fight it 


The graphics look interesting 
because no one has ever done a 
scrolling train before with such large 
sprites and incorporating the latest 
parallax techniques. Unfortunately 
they don't stand up to too close 
scrutiny. Very blocky, with the 
minimum of detail. It would have 
been nice to see some metallic 
effects included on the train. 

Sound effects are OK but nothing 
to write home about. The train 
should have provided the inspiration 
for better use of rhythm. Hubbard 
could have gone to town on this one. 
On the plus side though, there is a 
nice whistle sound as the raider 
jumps from carriage to carriage. 

A fun game to play. It will 
certainly prove addictive although its 
lasting appeal has to be questioned. 

It may be one of those games that 
- once clocked — are never played 
again. Could have been, should have 
been, a Screen Star - the quality of 
the coin-op licence deserved a better 
conversion than was done. 

Eugene Lacey 


r They are harder to 
hit than they look. 


old, you will be in the thick of the 
action right from the start! Hold-ups, 
robberies and rooftop fights, Express 
Raider has them all!" 

It certainly looks pretty impressive 
when you first load it as well - the 
train starts to chug out of a western 
town. 

Train 1 

Immediately you find yourself 
fighting it out with a cowboy as the 


train pulls out of the station. 

Forget using your sixgun here - 
this is a fight with fists and feet. 
The first thought is that this is a 
western-style beat 'em up. Indeed 
that description is fair enough. 

An energy counter at the top of 
the screen records your direct hits 
on your opponent. When this reaches 
full your opponent dies and you can 
hop on to the train. 

two bags of 


r Money at the end of the train — 
gold to be precise. 
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# Compo 




Forget about Nick Kamen and Eddie Kidd. You can star in your 
own Levi 501s telly advert. It's simple, all you need is the Levi’s 
gear and a million quid. So we’ve decided to help you out, er, 
not with the dosh, with the Levi’s. 

• Competition expires 15th March 


Assembled above are four of the roughest and toughest gunslingers ever 
to hike up their gunbelts. Simply identify them thar varmints in the four 
pics and tell us the actors' names. And for the tie-breaker, we want you 
to write a caption for the picture above. The one that makes us slap our 
thighs laughing (count me out, Ed) gets the winner’s prize. 


<SUNS LI N<SER 
^■COMPO 


A Complete 
Levi 501 outfit 
*Two pairs 
501s — one 
black, one 
blue 

*One denim 
jacket 
*Two Levi 
sweatshirts 
*A copy of 
Express 
Raider 


^ Pic 1 .. Pic 2 . I 

| Pic 3 . Pic 4 . j 

| My funny caption is .. j 

I . I 

| Name:. | 

I Address: . I 

I I 


Send to: Gunslinger Compo, Commodore User, 30-32 Farringdon Lane, London EC1R 3AU. 




































TURBOSOFT 


DISKSPEED 64 

THE NEWEST AND THE BEST 

Fast ioad/save cartridge yet DISKSPEED 64 is 
compatible with 1541/70/71 drives. 

DISKSPEED 64 cuts down loading, saving and 
verifying times to a fraction of normal. 

DISKSPEED 64 incorporates a reset button, fast file 
copier, fast format, disk backup in approximately 2 
minutes, and much more. 

ONLY 


GUARANTEE 

AtTurbosoft we are so confident in the quality of our products we 
will refund your money if you return your purchase to us within 28 
days of your receipt, undamaged, with or without a valid 
complaint. 

ALSO AVAILABLE ONLY FROM US 

TURBOSOFT SUPERKLONE 

>. 


For tape backup on Commodore 64/128, Vic, Pet home 
computers. 

Full instructions supplied. 

No software required. 

100% safe to use. 100% successful. 

All you need to use Superklone is your computer and 
access to 2 datacasettes. 

Superklone will copy any tape program that will load 
into your Commodore. In may cases the copy may be 
of better quality than the original. 
★★★★★★★★★*★★★★★*★*★★★★★*★★★★★★*************************************** 

WARNING 

It is an offence to copy copyright protected software for 
gifts or resale 

★★★★★★★★★★★★★★★★★★★★★★★********************************************** 


STILL ONLY 



To receive these products cross your cheque or 
P.O. make it payable to Turbosoft and send off 
today to 

TURBOSOFT 

74 SKIPTON ROAD, BARNOLDSWICK, COLNE, 
LANCS BB8 5EG 

and don’t forget to include your name and address 

DISKSPEED 64 £12.95 inc P & P 
SUPERKLONE £8.95 inc P & P 






1942 . 

Comm 64/128 Cassettes 

... 7.25 Future Knight.7.25 Spy vs Spv Arctic. 

... 7.25 

Ace of Aces. 

... 7.25 Gauntlet. 

.7.25 Star games 1. 

... 7.25 

Aero Jet. 

... 7.25 Ghosts ‘n’ Goblins. 

.7.25 Stargiider. 

. 11.20 

Aliens. 

... 7.25 Cyborg. 


... 7.25 

Avenger . 

... 7.25 Gunship. 

.11.20 Sigma 7. 

... 7.25 

Bangkok Knights. 

Blitzkrieg. 

... 7.25 Headcoach. 


... 7.25 

... 7.25 Heartland. 

.7.25 Strike Force Harrier. 

... 7.25 

Blood n Guts. 

... 7.25 Ikari Warriors. 

.7.25 Super Huey II. 

... 7.25 

Centurions. 

... 7.25 Jail Break. 

.6.55 Super Sunday. 

... 7.25 

Chamelion. 

... 7.25 Konami Coin Op Hits . 

.7.25 Terra Cresta. 

... 6.55 

Chmpship Wrestling. 

... 7.25 Knucklebuster. 

.7.25 Terror of the Deep. 

.... 7.25 

Cholo. 

. 11.20 Labyrinth. 

.7.25 Thanatos. 

... 7.25 

Cobra. 

... 6.55 Last Ninja. 

.7.25 They Stole A Million. 

.... 7.25 

Cops ‘n Robbers. 

... 7.25 Leaderboard Exec. 

.7.25 Top Gun. 

... 6.55 

Death or Glory. 

... 6.55 Leviathan. 

.7.25 Three Musketeers. 

... 7.25 

Death Ride. 

... 6.55 Light Force. 

.6.55 Tomahawk. 

... 7.25 

Delta . 

... 7.25 Magmax. 


. 11.20 

Donkey Kong . 

... 6.55 Marble Madness. 

.7.25 Trivial Pursuit. 

. 10.95 

Double Take. 

... 6.55 Masters of Universe ... 

.7.25 Uridium/Paradroid Pk. 

... 6.55 

Dragon’s Lair II. 

... 7.25 Nemesis Final Chall ... 

.6.55 Werner. 

... 7.25 

Durrel Big Four. 

... 7.25 Paperboy. 


... 7.25 

Elevator Action. 

... 6.55 Raid 2000 . 

. 7.25 Zarjaz . 

... 7.25 

Elite Hit Pack . 

Express Raider . 

... 7.25 Repton 3 . 

... 7.25 Silicon Dreams . 

. 7.25 Utilities 

. 11.20 Game Maker . 

. 11.20 

Fireterd . 

... 6.55 Sentinel . 


. 17.95 

Fist II . 

... 7.25 Shao Lins Road . 

. 6.55 Laser Genius . 

. 11.20 

Five Star Games . 

... 7.25 Short Circuit . 


. 14.25 

Footballer of Year . 

... 7.25 Space Harrier . 

. 7.25 Cheetah 125+J/stk . 

... 8.95 

**************** 

******************** 

*********************** 

**** 

* WORLDWIDE 

* STAR 

WORLDWIDE * 

IKARI WARRIORS — £6.95 STAR * 

* BUY When purchased with any other item/s BUY * 

**************** 

******************** 

*********************** 

* * * * 

221b Baker Street . 

Comm 64/128 1 

11.20 Ikari Warriors . 

Disks 

. 11.20 Star Games . 

. 11.20 

Alt. Reality 1 or 2 . 

. 14.95 Jewels of Darkness . 

. 11.20 Stargiider . 

. 13.95 

Alter Ego M or F . 

. 19.95 Konami Coin Op Hits ., 

. 11.20 Star Raiders II . 

: 11.20 

Champ Wrestling . 

. 11.20 Labyrinth . 

. 11.20 Sertf#>el . 

11.20 

Crosscheck . 

• 11.20 Leaderboard Exec . 

. 11.20 SumwerGames L . 

. 11.20 

Destroyer . 

11.20 Leviathan . 

. 11.20 Tass Times in Ttown . 

. 11.20 

Dragons Lair II . 

■ 10.95 Leather Goddess . 

. 19.95 Tomahawk . 

. 11.20 

Expert Cartridge . 

. 28.95 Marble Madness . 

. 11.20 The Pawn . 

. 14.95 

Expert Cart + ESM . 

. 34.50 Moonmist . 

. 19.95 Trivial Pursuit . 

. 14.95 

Field of Fire . 

.11.20 Raid 2000 . 

. 9.75 Ultima IV . 

. 14.95 

Tomahawk . 

11.20 Silicon Dreams . 

. 14.95 Witness . 

. 19.95 

Gunship ... 

. 14.95 Super Sunday . 

. 9.75 World Games . 

. 11.20 

'Special Offer* 

10 x 5J" Lieftime Warranty Blank Disk 7.99 

Lockable, 100 Disk Storage Box 9.95 

OR Storage Box + 10 Blank Disk 16.95 

Cheques or Postal orders made payable to WORLDWIDE SOFTWARE. 

Postage FREE in U.K. Overseas orders add £1 per Cass/Disk for Air Mail Delivery. 

WORLDWIDE SOFTWARE 

1 Bridge Street, Galashiels, Selkirkshire, TD1 1SW. Tel: (0896) 57004 



GET THE BIG ONE!! 


THE BIGGEST GAMES PACK EVER 


SUPER 
VALUE 
Pi 



NEW ORIGINAL 
PROGRAMS FOR 
THE COMMODORE 
OR 128 


ONLY 

€9.95 


THE BIG ONE CONTAINS.... 


YHATZEE 
GAME OF KINGS 
CHESS 
BERZERK 
POKER 
TROLLS 

TREASURE HUNT 
3 D MAZE 
DEFLECTION 
DUCK SHOOT 
SUB HUNTER 
WORD SEARCH 
SPACE DOCK 
3 D 0X0 
DITTO 

DYKE NIBBLER 
MONEY GRABBER 
TIC TAC MATH 


SPACE ATTACK 
KINDER MATHS 
DRAUGHTS 
SUPER FROG 
SHUFFLE 
TANK BATTLE 
CLUES 

MATCH BOXES 
BOMBER BARNEY 
BOWLING 
DOG FIGHT 
DEATH TRENCH 
BARRICADE 
HEAD ON 
SOLITAIRE 
TERROR CASTLE 
HANGMAN 
NIM 


PONTOON 
OTHELLO 
PAKATAK 
BASIC MATHS 
MAZE CHASE 
VAMPIRES LAIR 
THE G0RGAN 
ASTRO PANIC 
SYNTHESISER 
BREAKOUT 
SWITCH AROUND 
COLLECTION DAY 
CONNECT 
DRUM KIT 
MASTERMIND 
DEPTH CHARGE 
DEFINITIONS 
PEG PUZZLE 


AND MANY,MANY MORE. 


ALSO AVAILABLE FOR VIC20&C16/+4 
MINI COMPENDIUM 20 game pack £6.95 


vie ao 


C16/t4 


CHECKERS NIM 

SHUFFLE DRAGONS 

CLUES THREES 

KINDER MATH S0LG0R 
DITTO SNAKES 

MUSICIAN SKIER 

3 D MAZE SKYDIVER 


DRIVER 

FRUIT MACHINE 

ATTACK 

BOMBER 

NIBBLER 

SAUCERS 


SOLITAIRE THREES 

PONTOON POKER 

CHECKERS SHUFFLE 

CLUES NIM 

TIC TAC MATH S0LG0R 
FRUIT MACHINE 3D 0X0 
YHATZEE MUSICIAN 


BASIC MATHS 
DEPTH CHARGE 
PREDICTOR 
TANKS 

GAME OF KINGS 
HANGMAN 


PLEASE SEND ME (TICK APPROPRIATE BOX) Goods Dispatched Within Seven Days. 

75 GAMES FOR C64/128 ON CASSETTE □ ON DISKD@£9.95 each inc.P&P 
20 GAMES FOR VIC 20 □ 20 GAMES FOR C16/+4 Q @£6.95 each inc.P&P 

I ENCLOSE A CHEQUE/ P.O. FOR £_ MADE PAYABLE TO AMVIC SERVICES LTD. 

NAME____ 

ADDRESS_ • _ 

SEND TO: — - 

U.K.: 75 GAMES,GROUND FLOOR,536 WEST GREEN RD,TURNPIKE LANE,LONDON N15 3DX. 
REP.of IRELAND: 75 GAMES,84 DUNSINK AVENUE,FINGLAS.DUBLIN 11. 


















































































































































Make your way through one 
hundred screens of alien ships and 
deadly ground emplacements to the 
safety of the mother-ship flying a 
small craft armed only with a dingy 
laser. 

This is another in the fast growing 
craze of vertically-scrolling shoot 'em 
ups. The only difference with this 
one is that your biggest problem is 
on the ground. Blocks cover 50% of 
the screen and are deadly to the 
touch. These are thankfully not the 
only blocks on the ground, there are 


also fuel bases. Your fuel runs out in 
a matter of seconds, so you can't 
afford to miss any bases. 

Some ground implacements are 
there to help you. A bonus square is 
to be found, for nothing else but the 
pleasure of whipping your mate's 
high score. Two blocks are also 
there to speed up and slow you 
down, these only last for a matter of 
seconds. Another brief help is the 
'Invincibility Square' which protects 
you against the enemies from the 
sky. 


TERRA COGNITA 


64/128 
CODE MASTERS 

Price: £1.99/cass 


W hilst on a short stroll across 
your home planet of Krion, 
you notice the dismembered 
head of a warrior robot lying on the 
ground. You kick the head and it 
starts to speak, telling you how 
mankind destroyed its planet and 
how its people yearn for revenge. 

You have to decide which action to 
take. Do you save the planet? No, 
you do what any straight-minded 
coward would do, you get out as 
fast as possible. 
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64/128 

A’n’F 

Price: £9.95/cass 



WIBSTARS 


I f you think playing the games is 
difficult then you should try 
running a distribution company and 
deliver tapes, disks and computers to 
a variety of shops. That's difficult. 

The problem is posed by A'n'F 
software (part of Argus Press) who 
challenge you to stay in business as 
the intrepid distributor Wibstars. The 
question is what would Argus know 
about successful software 
distribution? 

You begin the game in your 
warehouse and must guide your 
forklift truck to select the goods you 
would like to buy. Computers cost 
£100, tapes £5 and disks £10 each. 
Obviously you can't spend more than 
you've got (that's a good one - Ed) 
so you have to go with what you 
think will make you most money. 

Down in the loading bay you jump 
into your van and catch your order 
as it plummets through the four 
chutes. If you drop anything you lose 



it and the money before you've even 
left the office! 

The next screen takes you on the 
road but already you're behind 
schedule and your competitor is in 


A game on A 
software 

distribution, what a 
crazy idea 


Graphics 

Sound 

Toughness 

Endurance 

Value 



5 6 7 8 9 10 

5 6 7 8 9 10 

5 6 7 8 9 10 

5 6 7 8 9 10 

5 6 7 8 9 10 
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Overall 





















































Terra Cognita's nasties are quite 
pathetic, they do nothing more than 
get in your way when you're trying 
to steer clear of a block. This is a 
great relief - if they were as deadly 
as the aliens in any other shoot 'em 
up, it would be quite a chore 
accumulating 10 points. The ground 
blocks are quite a problem though for 
the measly three points they are 
worth. 

Graphics are bright and excellently 
drawn. Sound, though, is almost 
worthy of a full price game. There's 



a great title tune although the 
effects are pretty nondescript. 

Terra Cognita is the definition of 
value for money. This neat little 
shoot 'em up could well prove to be 
an early frontrunner for the best 
cheapo of the year. At present the 
budget market is a piece of cake for 
the likes of Mastertronic and 
Firebird, but I really think that they 
have a serious rival in the form of 
Code Masters. 

A release of this calibre to kick off 
the year can't be bad and I hope 
they can keep it up. Watch out 
World. 

Ferdy Hamilton 



front of you. He's also left his back 
door open and is scattering the road 
with his stock. Avoid the debris 
which damages your van and collect 
his stock is all you have to do in a 
simple steering game before you 
reach one of the shops. 

Each shop offers a different price 
for each item so you should choose 
carefully what you take where (yes, 
there's strategy in this game!). 

Unfortunately, you only get paid 
for what you carry up to the office 
which means pushing your goods up 
a series of lifts and along platforms, 
conveyor belts and avoiding punching 
fists and bombs designed to destroy 
your goods. 

The whole game plays like an early 
Spectrum platform game and does 
nothing with the C64's superior 
graphic, colour or sound capabilities 
not to mention sprites! 

Tony Hetherington 



i 


◄ 

Ferdy's latest 
nomination for 
non-game of the 
year 


CLASSIC SNOOKER 


ANCO 

64/128 

Price: £1.95/cass 

M ost of you who watched the 
Davis v. White clash recently 
will have come to the 
conclusion that snooker can be an 
exciting game, although rarely. The 
same can be said for snooker sims; 
the best one for the 64 was 
undoubtedly Steve Davis Snooker 
which sold buckets. Anco's attempt 
is the first we've seen for quite 
some time, I think everyone else has 
given up. 

Priced at a relatively cheap six 
quid, Classic Snooker will have to be 
moderately good if it wants to sell. 
Playing the game is easy; first you 
position the cursor with the joystick, 
select which way you wish to spin 
the white if any, then how much 
power you want, sit back and 
watch. The first thing that strikes 
you about the game are the dull 
colours. The table is a very shoddy 
grey-green colour, and the colours of 
the balls are nondescript. The balls 
are also very small in comparison 
with the size of the pockets, clearly 
backing up Alex Higgins' complaints. 
What realism. 

That last statement may blind you 
into believing that the game is easy. 
It isn't. When even the easiest of 
shots is lined up, the ball can often 
go in an unbelievably inaccurate 
direction. The power of the shot is 
also a bit over the top; a full power 
shot will take the ball six times the 
length of the 12ft snooker table. 

There are three player modes; 
player one vs. player two, player one 
vs. computer, player two can also 
battle with the seemingly unbeatable 
computer. There is also a practice 
mode, which will let you move, 
delete and shoot at balls as you 
please - quite clever. 

This isn't particularly bad, but most 
definitely not outstanding. Classic 
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Overall 


Snooker remains one of those games 
that will not sell. Who wants it? 
Those who enjoy snooker sims can 
buy (if they haven't already got it) 
the CDS version. 

The graphics are naff, you try 


recognising the reds from the brown 
and after 10 minutes you'll find 
yourself suffering from acute colour 
blindness. 

Ferdy Hamilton 




























Commodore 64 available November 20th 
Spectrum & Amstrad available February 


Sales dept., 

Castle Lodge, Castle Green, 
Taunton, Somerset TA1 4AB 

England Telephone (0823) 54489 & 54029 


Trade enquiries to Qentresoft 
on 021 356 3388 


software getting harder 



































Spectrum & Amstrad 
available November 20th 

Commodore 64 
available January 20th 

Trade enquiries to Centresoft 

on 021 356 3388 

Sales dept., 

Castle Lodge, Castle Green, 
Taunton, Somerset TA1 4AH 

England Telephone 108231 $4489 * 54029 
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THE BBC MICRO 


Voted."DEST COMPILATION OF THE YEAR 1 
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Kionami 
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FUTURE KNIGHT 


C hivalry is still alive and kicking 
even in the 21st century! Clad 
in your Omnibolt Mark IV attack 
suit body armour you rush to the aid 
of your beloved maiden in distress to 


save the fair Amelia from the evil 
clutches of Spegbott the Terrible. 

An inter-dimensional distress signal 
leads you to the galactic cruiser, SS 
Rustbucket, and the start of a 20 


level arcade adventure. 

Your quest of gallantry and bravery 
will lead you through the battles 
with the Berseka Defence Droids and 
hopefully out of the crashed 


Zap the ghost-like 
ghouls with your 
laser dart 


The action is backed up by a 
background hum that does nothing 
for your aim and replaces the 
pleasing thwack! as you wipe out a 
droid with a metallic ping as your 
bolt impacts on the background. 

Your problems aren't confined to 
the droids as the screens contain a 
number of traps including pools that 
seem to draw you towards their 
energy-sapping bubbles. 

Luckily, help is at hand through the 
objects and weapons that you can 
find. But you will have to fight for 
them so it's just as well you brought 
along a few spare lives. These 
include more powerful and faster 
firing weapons, safe passes and 
securio keys to open tha ship's exits. 

Finding a confuser can get through 
an awkward stretch since it stuns 
the droids. The most useful object is 
a bomb that clears the screen of 
droids and replenishes your energy. 

Unfortunately, you can only carry 
one object and one weapon at a time 
so a certain amount of juggling is 
required to solve the game. This isn't 
going to be easy as each of the 
game's 20 levels consists of several 
screens of droid infested action. 

Future Knight is one of those 
games that defies description as it's 
a mixture of arcade adventure, 
exploring, shoot-em-up action and 
platform game planning, altogether a 
good mix. 

Tony Hetherington 


Graphics 

Sound 

Toughness 

Endurance 

Value 


8 

Overall 


# Screen Scene 


Rustbucket and onto the planet's 
surface. Then on through a jungle to 
Spegbott's castle and a dungeon duel 
with the formidable Henchdroid. 

Inside the SS Rustbucket the 
screens consist of platforms, ladders 
and slides set on an effective welded 
plate background. Your efforts to 
find a way out are constantly 


The SS Rustbucket 
looks more like the 
sunken Titanic 


interrupted by incessant attack from 
the defence droids that appear in a 
weird and wonderful array of shapes 
and sizes. 

There are ghost like ghouls, flying 
insects, bouncing balls and slithering 
slime, as well as some imposing 
robots. But my favourites are the 
ambling catepillars that are almost 
indestructable to your dart laser. 


64/128 

GREMLIN 

GRAPHICS 


Price: £7.95/cass 













































































Screen Scene I 
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Tiles left = 1 



SHANGHAI 


64/128 

ACTIVISION 

Price: £9.95/cass 


W hen I first loaded Shanghai I 
must say I was disappointed 
but soon there started an 
addiction that I haven't yet cured. 

The game is based on the ancient 
Chinese game of Mah Jongg (a game 
I play and enjoy a lot) at least that's 




what I thought. Load it in and delve 
into the instruction leaflet and you 
soon realise that it's based only on 
the Mah Jongg pieces! 

All 144 tiles or pieces are arranged 
randomly in a set pattern that builds 
up to a tower five tiles high in the 
centre. The game then continues as 
a massive version of Solitaire pairs in 
which you must remove all of the 
tiles by taking off matching pairs. 

Naturally it isn't that easy as you 



can only take pieces that you can 
slide from the tower easily. These 
include either those from the top or 
from the outer edges of the single 
height rows. These are known 
characteristically as the head and tail 
of the dragon. 

Using a joystick you can select the 
pieces to match the pairs of bams, 
cracks, spots, dragons, winds and 
the curious flowers and seasons that 
confuse even a seasoned Mah Jongg 
player. 

The difficulty arises when you've 
got a choice of three identical pieces 
(in Mah Jongg sets there are four of 
each piece) and you can only remove 
a pair. Then you must decide which 
one is going to cause you the most 
damage. Your first priorities must be 
the tiles on the edges that block four 
rows and the top pieces to release 
the pieces that they're hiding. 

If you make a mistake you can use 
the undo option (found at the bottom 
of the screen) to wind back as many 
moves as you like. There you'll also 
find options to peek at hidden pieces 
(forfeits the game) and a find option 
that shows you the pairs you've 
missed once you've thrown in the 
towel. 

A menu of options can give you a 
change of pace in tournament and 
challenge games where you must set 



E 


high scores (least number of pieces 
left) and battles against the clock. 

The test of a good computer 
strategy game is whether or not the 
computer is needed at all and if the 
game would actually be better if it 
were played on a board. (You'd be 
surprised how many games fail this 
test). The game features no artificial 
intelligence but still requires the 
micro if only to deal the 144 tiles 
into the required pattern and to keep 
the time in a tournament game. 

Tony Hetherington 
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BARGAIN SOFTWARE: 

Dem.Cll3, Unni;1 Esmond Road; London WA1J6 


BUY BY 
Q PHONE 
Bmobmzm 


STARGUDER D1 

FiP.ELCPD 

URIDIUM and PARADROID 
SIGMA 7 

NUCLEAR EMBARGO 
SUPER HUEY 2 D2 
DONKEY KONG 
SPY vs. SPY 3 D2 
BIG TROUBLE IN LITTLE CHINA 
LEVIATHAN D2 

SPYS vs. SPY (ISLAND CAPERS) 
BANKOK KNIGHTS 
BOULDERDASH CONSTRUCTION KIT 
GREAT ESCAPE 
TOP GUN 

STALLONE COBRA 
JAILBREAK 
LIGHT FORCE 
SHOCKWAY RIDER 
TOMAHAWK D2 
RAID 2,000 D3 
DARK SCEPTRE 
MARBLE MADNESS 
BLOOD AND GUTS D2 
DESTROYER 
DELTA 

STAR SOLDIER 
UCHI MATA 
THAI BOXING 
PAPER BOY D2 
SILENT SERVICE D2 
TAU CETI D2 
GUNSHIP 
ACE D1 

CAULDRON II D2 
ELITE 

LEADERBOARD D2 
GHOSTS & GOBLINS 
1943 ONE YEAR AFTER D2 
WINTER GAMES D2 
Yl AR FUNG FU II 
ACE OF ACES D2 
THE LAST NINJA D2 
SPACE HARRIER D2 
TERRA CRESTA 
SENTINEL 
LEGEND OF KAGE 
HEARTLAND D2 
FUTURE KNIGHT 
DOUBLE TAKE 
JUDGE DREDD D2 
BAZOOKA BILL 
MAG MAX 
SANXION 
1942 D2 

SHAOLINS ROAD 

FAIRLIGHT II 

3C52Y BEARING 

IKARI WARRIORS 

CYBORG 

BREAKTHRU 

MOVIE MONSTER 

STRIKE FORCE HARRIER 

WORLD GAMES D2 

ADVENTURE (Way of the Tiger II) D2 

NEMISIS (The Final Cartridge) D2 

TENTFRAME D2 


PRICE PROMISE 

If you wish to purchase any product from our list 
and find that you can buy the same product 
cheaper from another mail order company, simply 
enclose the lower amount, stating the name of the 
other company and where you saw the advert. (It 
must be a current issue). Price Promise does not 
apply to other companies “Special Offers”._ 


ORDERS OVER 
£30 

DEDUCT 10% 


Coin Op Hits 
Green Beret, 

Mikie, 4Either^ 

YieArKungFu, 5 Pack } 
Hypa Sport, ^>7,45* 

Ping Pong. 



Now Games III 
Nick Faldo Plays the Open 
Sorcery 

Code Name Mat II 
Everyone’s A Wally 
A View To A Kill 



Best of Beyond 
PSI Warrior 
Enigma Force 
Quake — 1 
Shadowfire 

Zzap Sizzlers 
Who Dares Wins II 
Wizard Lair 
Drop Zone 
Thing on a Spring 

Sold a Million 
Staffe of Karnath 
Daley’s Decathlon 
Jet Set Willy 
Beach Head 

Computer Hits II 
Super Pipeline II 
Mutant Monty 
Henrys House 
Gribblys Day Out 
Snooker 
Mama Llama 
Raskel 
Aqua Racer 
Frenzy 
Circus 






Sold a Million III 
>Either^ Fighter Pilot 

► Packe Rambo 

^7.45p Ghostbusters 

Kung Fu Master 

Zzap Sizzlers II 
{Either^ Z 

\ Pack > Monty on the Run 
V.45X Bounder 

Starquake 

Sold a Million II 
^Eithei^L Bruce Lee 

^ Pack 7 Match Point 

i.7.45>* Match Day 

Entombed 


Computer Hits III 
G Capes Strongman 
Elidon 

Blagger Goes to Hollywood 
Cauldron 
3D Lunattack 
Crazy Comets 
Dynamite Dan 
Herberts Dummy Run 
Attack of the Mutant Camels 
Basildon Bond 


Games Pack 
View To A Kill 
Friday The 13th 
Either^T Codename Mat II 
Pack^fcJhe Pyramid 
,5.99 ^ Test Match 

Beaky & The Egg Snatchers 




Computer Hits 
Brian Jacks Superstar 
Ancipital 
Seaside Special 
Jinn Genie 
Special Operations 
Harrier Attack 
Hustler 
Chuckie Egg 
Space Pilot 
Sorcerer of Claymorgue Castle 


Durell Pack 

Saboteur 

Turbo Esprit 

Critical Mass 

Combat Lynx 

All 4 Games only £7.45 


Mega Hits 
Tales of the Arabian 
Knights 
Poster Paster 
Flight Path 737 
Psytron 

Son of Blagger 
Super Pipeline 
Trolley Wally 
Alter. Mania 
Ghouls 
Bugavoo 

SpoTTST 

Ice Hockey 
Water Sports 
Burning Rubber 
Tee Up 
All 4 Games only £5.90 
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MASTER OF THE UNIVERSE 

CHAMPIONSHIP WRESTLING 

SACRED ARMOUR OF ANTRIAD 

ALIENS 

EXPLORER 

STOLE A MILLION 

KNUCKLE BUSTERS 

ASSAULT MACHINE 

GAUNTLET 

SUPERCYCLE 

LABRYINTH 

DRACULA 

AGENT ORANGE 

DUNGEONS D4 

LEADERBOARD EXEC EDITION D2 

EXPRESS RAIDERS D2 

DRAGONS LAIR II D3 

BOMBJACK II 

SUPERBOWL 

CLIFF HANGER 

SHOOT THE RAPIDS 

COBRA 


JACK THE NIFFEP, 

WAY OF THE TIGER 

DOOMDARKS REVENGE 

EUREKA 

CLUEDO 

MASTERMIND 

KENSINGTON 

INTERNATIONAL SOCCER 

GHOST CHASER 

TRAPDOOR 

ELECTROGLIDE 

SKYRUNNER 

HANDBALL MARADONNA 
EXPLODING FIST II 
TRIVIAL PURSUIT 
BIGGLES 
MOON CRESTA 
SPLIT PERSONALITIES 
SKY FOX 
DEACTIVATORS 
URIDIUM/PARADROID 
HUNCHBACK ADVENTURE 




WINTER EVENTS 
STRIP POKER (Plus 4 only) 

SPORT FOR ALL - THAI BOXING 

EUROPEAN CUP 

CANOE SLALEM 

SPEEDBOAT 

WHO DARES WINS II 

JETSET WILLY II - FINAL FRONTER 

FUTURE SHOCK 

US DRAG RACING 

JET SET WILLY 

WINTER OLYMPICS 

FOOTBALLER OF THE YEAR 

MERCENARY (Plus 4 only) 

YIEARKUNGFU 


BARGAIN SOFTWARE ORDER FORM 

Please send me the following titles. Block capitals Please! 

Type of computer___ 


Title:— 
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Total Enclosed £ 



Name ... 
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Tel. No. 



Please make cheques or postal orders payable to BARGAIN SOFTWARE. 
Price include P&P within the U.K.: Europe please add £0.75 per tape: 
Elsewhere please add £1.00 extra per tape 































GRAPHIC ARTISTS 
COMPUTER MUSICIANS' 


We need Programmers, Graphic Artists and Computer Musicians to help develop 
our big hits for 1987. Games that will follow in the footsteps of classics such as 'Commando', 
'Ghosts and Goblins', 'Paperboy' and others. In 1987 we will be releasing some of the years 
most prestigious titles - coin-op conversions, TV and film licences, character merchandised 
games - and several original products. 

In particular, we are looking for personnel who will work on our biggest projects. These are 
the titles that are most important to us, and worth the most to you. Personnel working on 
these 'Special' projects would be expected to work 'in-house' and take some part in the 
design specification and development of the game. In return you will be offered highly 
competitive terms, either royalty or lump-sum if you prefer, and the security of working 
under contract. 

Successful applicants will almost certainly have a history of involvement with commercially 
successful games; we are looking for Experienced Professionals. 

If you feel you have the right qualifications in the field of game design, programming, graphics 
or music for the Spectrum, CBM64, Amstrad or Atari ST please reply enclosing a CV to: 


Steve Wilcox 
Elite Systems Ltd 
Anchor House 
Anchor Road 
Aldridge 
Walsall 
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# Screen Scene 



You can't fire 
diagonally as you 
could on the 
original game 


shooting out of manholes; but these 
look like baked beans desperately 
trying to get out of the can. Every 
so often a civilian is to be found 
strolling admidst the chaos. You must 
reach these, whereupon you will be 
given a point bonus and a more 
powerful weapon. Despite this, the 
second gun you are given is no 
better than the first. The third is, 


Watch out for 
convicts 
shooting out of 
zy> the manholes 


JAIL BREAK 


64/128 

KONAMI 

Price: £9.95/cass 


Doing time 
would be 
better than 
playing this 
game 


S uccess wasn't on the cards 
when Konami decided to break 
loose from the chains of 
Imagine and do their own arcade 
conversions. Konami have no track 
record in software, or more 
importantly, in arcade conversions. 
Nevertheless I was overjoyed when I 
heard that Jailbreak and Nemesis 
(two of my all-time favourite coin¬ 
ops) were to be converted. 

You play a prison officer who has 
terrible difficulty in trying to capture 
escaped prison-inmates. The prison 
governors are pretty harsh (or 



lenient, depending on your politics) as 
they don't care how many you kill in 
the process. The problem is that the 
convicts too have guns and they will 
not hesitate to blow your intestines 
out. What this all boils down to is a 
horizontally scrolling shoot 'em up in 
which your trigger-finger does all the 
thinking. 

The first level is set along a city 
street. The prisoners come at you 
from the righthand side of the 
screen. The first thing I found myself 
noticing were not the breath-taking 
graphics or the brilliant sound, as 
found on the arcade version. No, it 
was the fact that you couldn't move 
or fire diagonally as you could on the 
arcade version. It doesn't make the 
game any more playable, just 
downright irritating. Surely they 
could have bothererd to include eight- 
directional play, even the worst of 
programmers can manage that. 

After managing to come to terms 
with the niggly controls, I found out 
that all the great trucks and other 
little kinks on the coin-op were non¬ 
existent. The whole of the first level 
is just prisoners stopping to shoot at 
you, you waiting for them to stop 
and then dodging. Konami have 
surprisingly left in the convicts 


but doesn't look any better from the 
first or second. 

I don't know or care how many 
levels there are, but for safety's 
sake I persevered as far as level 
two, but that neither looked nor 
played better than the first. The 
biggest problem with this conversion 
is the boring gameplay. When you 
play a shoot 'em up, you like it to 
flow, you want to bother having to 
press the fire button. That's the 
problem, you don't even have to or 
need to shoot anything here, you just 
walk slowly along the street waiting 
until a convict stops firing, and then 
... hey presto! Next level. 

Jailbreak is also graphically awful. 
Boring flat backdrops. Awful, jerky, 
slow scrolling, and deformed sprites 
that look almost mongoloid. The 
sound is boring with an ear-aching 
synthesised tune and boring effects. 
Jailbreak is a disaster. I'm currently 
in the first month of the year and I 
already have a contender (if not 
outright winner) for my worst game 
of '87. If I sound harsh it's because 
I was expecting such great things 
from Jailbreak. Had someone not 
written the name on the box I 
wouldn't have recognised it at all. 

Ferdy Hamilton 
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# Screen Scene 



You'll need the 
torch to start 
burning down the 
huts 



THE VIKINGS 


64/128 

STATUS 

SOFTWARE 

Price: £9.99/cass 



Arrows flying 
around 
everywhere and 
you've only got a 
shield for 
protection 


T he Vikings, a great and noble 
race . * men (and the odd 
woman or two) have come to 
the computer age in this all action 
release. 

The aim of the game is to rescue 
your warrior queen from the thieving 
title natives who live on islands 
around the British coast. For a mere 
handful of Vikings this would be 
simple, but you are on your own! 
And as if this wasn't bad enough, 
you know that if you return home 
empty handed you will die of shame 
anyway! So being the amazingly 
brave and totally mad Viking that 
you are, you stock up your longboat 
and head for the islands. 

There are two islands, one north 
and one south. The southern island, 
Krag, is known to be easier to 
attack than the appropriately named 
Death Island, which is to the north. 
Being a ViLmy with some amount of 
noodle, you decide to attack the 
easier island first. This is where you 
come in ... You rush about the 
island looking for a nice friendly 
native to make holes in, when you 



notice that you have no sword. Not 
only are you swordless, you also 
notice that your spear, catapult, oar, 
and even your mast have all been 
taken and so this leaves you pretty 
mad. To end your swordlessness, you 
must run around the island and 
search for it. Once located you can 
start getting your own back. 

A shield comes in handy too, and 
will decelerate the speed at which 
you are losing energy. Should you 
lose all your energy, you forfeit one 
of your five lives. 

Collecting your weapons will 
require the use of several other 
objects which lie around the floor. 

For instance, to get your mast you 
must first get a ladder, which is 
found in the bushes; that you use to 
get a flaming torch, which is in the 
tower, in order to burn down the 
huts, to find your masts. 

Once you have the torch, you can 
gain more points by burning down 
huts just for fun, but be warned, you 
have to stand still to do it and 
spears are flying everywhere. 

When you have collected all of 
your belongings, and maybe an extra 
life if you do something else, you 
must head for your boat and set sail 
(what no rape and pillage? Ed). 

This is where a nice but rather 
annoying touch comes in. Being a 
Viking you haven't had the benefit of 
a public school education, and 
because of that you still believe that 
the earth is flat. So, should you sail 
in the wrong direction you may fall 
off! 

Upon docking with the second 
island, you must rescue your queen 
from the various nasties programmed 
to stop you. One such villain is a 
nasty skeleton, which you would 



▲ Better grab the 
ladder, its pretty 
useful 

have seen earlier if you had watched 
the little cartoon at the beginning. 

Whilst you look for your beloved 
queen you can't help noticing that 
you are limited to the amount of 
space in which you can move. This 
is due to there being a large brick 
wall surrounding you, well on the 
east and northern side anyway. 

Being a Viking, it is in your nature 
to raid places for treasure, wine and 
stuff; so you can do this while 
looking for the royal stronghold. 

Collecting treasure is easier said 
than done as quicksand is 
everywhere and you must follow a 
safe passage to your booty. But 
remember, spears are still flying 
about in all directions. 

The graphics and the gameplay 
bear a strong resemblance to Rambo. 

As for the sound, WE Music have 
composed a nice catchy little number 
which plays throughout the game. 

The sound effects must have been 
terrible because they have been 
taken out! 

If Status had improved the 
graphics, added a few sound effects 
and made the game harder at the 
start, this game would have been a 
sure hit. 

Chris Cain 












































HAVEYOUGOT \ 
WHAT IT TAKES TO BE A 



Top Gun puts you in the fighter pilots seat 
of an F-14 Tomcat. 

Vector graphics and a split screen allow I or 2 
players to play head to head, or against the computer. 



TM 

Your armaments in this nerve tingling aerial duel 
are heat seeking missiles and a 20mm rapid fire cannon. 
Can you feel the force! 

Top Gun mavericks! Enter the danger zone. 


£ 7.95 

SPECTRUM 



£ 8.95 

AMSTRAD / COMMODORE 


Ocean Software Ltd., 6 Central Street, Manchester M2 5NS. Telephone: 061-832 6633.Telex: 669977 OCEAN G. 

Ocean Software; Distributed in France by Ocean France.Telephone; 93-42-7144. Distributed in Germany by Rushware. Telephone: 2101-70040. 


TM & © 1986 Paramount Pictures Corporation. All Rights Reserved. TM. a trademark of Paramount Pictures Corporation. 
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levels of Duty Assignment from 
regular missions to volunteering for 
hazardous duties. Pretty keen eh? 

As if that wasn't enough, you can 
choose between 'easy' and 'realistic' 
levels of handling qualities and 
weather conditions, both in day and 
night time flying. And the range of 
options doesn't end there. 
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◄ Huge range of 
weapons — you 
won't find these in 
Capt John's Concorde 


CURRENT WEIGHT : 2*02*14 
KilNIKUK WEIGHT : 2*0300 


The loading procedure has various 
'gates' which require action before 
you actually get to fly. So you've to 
identify a vehicle correctly, select 
your duty assignment, style of flying 
and enemy and reality levels. That 
lot leads you to the Briefing which 
contains your mission objective, 
target co-ordinates, weather and 




64/128 

MICROPROSE 

Price: £14.95/cass 
£19.95/disk 



I 'm afraid I'm going to have to eat 
my words. In my last review I said 
Tomahawk was the best helicopter 
sim I'd seen. Well, Gunship is even 
better. The game is based upon the 
AH-64A Apache Gunship helicopter - 
quite a mouthful, quite a machine. 

First impressions count for a lot 
and just picking up the very 
impressive manual inspires confidence 
- but more about that later. Like 
most good sims, you'll have to do 
some reading (not too much) before 
you can actually make for that blue 
horizon. 

Gunship is a combination of flight 
and combat simulation. It involves a 
series of strike missions that 
increase in difficulty. To start with, 
you will have to do a few training 
flights to get the feel of the Apache 
and its weapons systems without 
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Bad move, you've chosen the Sidewinder to 
blow up the tank 


getting yourself shot down. 

You will find the Apache is a 
delight to fly. Unlike Tomahawk it 
will maintain a desired turn without 


the need for constant joystick input. 
Better still, it's limited to a 30 
degree bank so you can't overbank 
and lose control. 

Once you feel confident as a pilot, 
you should request reassignment on 
one of the four Operational Theatres. 
They are (in increasing order of 
difficulty): South East Asia, Central 
America, the Middle East and, most 
testing of all, Western Europe. 

For each of these areas you can 
select three levels of quality of 
equipment used by the enemy. So 
First Line troops get brand new 
equipment whilst Third Line 
reservists are stuck with obsolete 
weaponry - rather like Dad's Army. 
You can also select three different 


(most crucial of all) the password of 
the day. 

You'd better have a pen and piece 
of paper handy for that lot because 
if you don't know the countersign to 
the password your friendly defence 
will assume you are the enemy and 
shoot you down. 

Next you get the opportunity to 
assess your weapons status. If you 
want to make any changes to the 
standard armament for the region 
you are in, now's your chance. This 
finally completes the loading 
sequence and a cockpit display is 
now shown. 

The display is even clearer than 
the one in Tomahawk, giving all the 
instrumentation and a forward view 
























out of the cockpit window. Simply 
pressing buttons on the keyboard 
gives you side and rear views. 

Instrumentation is comprehensive 
with Compass and Target guide 
information, engine, rotor and torque 
instruments, airspeed indicator and 
artificial horizon. There's radar, infra 
red warning, jammers as well as a 


matter and you can always refer to 
the large sector map to review 
present position in relation to the 
target. En route, you may well get 
warning of a target in the vicinity. 
Select Target Information to assess 
whether it is hostile or friendly. It's 
definitely not good news to go 
around zapping your own side. 




Nightflying — your CRT map proves particularly 
useful here 



You have a choice of five missions and battle 
scenarios 


Threat Display. The game comes 
complete with keyboard overlay 
which saves you thumbing through 
the manual for the right keys to 
press. 

Dominating the centre of the 
screen is the CRT display, which has 
three modes of operation. Basically 
it's a map that shows a small detail 
of the larger sector map. You get 
this by pressing the T key. This 
shows the whole terrain, complete 
with friendly and enemy installations 
and your own target. It also gives 
target and radio messages. Below 
that there's a screen that shows you 
which weapons are selected. 

Once airborne on a mission, the 
navigation to the target is a simple 


low and you will crash into 
mountains, stay too high and you are 
a sitting duck. Also, Mission Control 
may require you elsewhere, so keep 
an eye open for any radio messages. 

One way or another there's a lot 
going on. Even when you get back to 
base for repairs and refuelling you 
are confronted with the password 
again. It really would ruin a good day 
if you got it wrong and your friends 
shot you down. 

And now a few words about the 
85-page manual. It's a beautifully 
presented piece of work that is very 
comprehensive and makes very 
interesting reading. It is also 
extremely well illustrated. The first 
half contains the operating 


instructions for flying the helicopter 
and for selecting the different 
mission options. 

The second half gives you a wealth 
of information about the Apache 
itself, followed by a selection of 
helicopter aerodynamics, weapons 
and tactics. There is even a section 
on modern military equipment. 

To summarise: I thought this was 
an excellent simulation with very 
clear graphics. The instruments and 
map display were particularly easy to 
read. The sound effects were a little 
weak and that's about my only 
criticism. Gunship is great fun and 
very informative. All in all, this is an 
outstanding battle simulation. 

Capt John Hutchinson 


Kotor 

Engaged 

Warning 

Light 


If it is hostile, select an 
appropriate weapon to deal with it. 
For instance, the Sidewinder air-to-air 
missile is useless against ground 
targets so don't waste it trying to 
blow up a tank. 

Once you have got to the Primary 
Target, deal with it as quickly as 
you can before setting off for the 
Secondary Target. Watch out all the 
time for hostile missiles and ground 
fire and be prepared to use radar and 
infra red jammers if necessary. You 
can also drop chaff and flare decoys 
to confuse enemy radar and missiles 

And do not forget in all this that 
you are still flying a helicopter, so 
watch your height and speed as well 
as the surrounding terrain. Fly too 



:K)mm 

AJM hL Cannnn AGM--U4A 
Sidewinder Hellfiw 

-C— r 

Stores ieletdton 


VSJ 

(Vertical 

Speed 

Indicator) 




Radar 
Warning ft 
Jammer 

Infra-Red 
Warning ft 
jammef 


/Threat 

Display 




















































THALAMUS LIMITED 
Front Office 

1st Floor, Advance Works, 
44Wallace Road, London N11PQ 
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Disk £14.99 


Distributed by US COLD LIMITED, Unit 2/3, Hoffbrd Way, Holford, Birmingham B6 7AX. Tel: 021-356 3388 




















◄ So far, 
you've 
only 

picked up 
a knife 


Screen Scene 


After punching the guy in the solar 
plexus a few times he ceased fire 
and flashed several different colours 
before finally giving up the ghost. 
Why, oh why, can't the villains just 
drop dead like real people? 

Having lost a large part of my 
hamburger, I quickly raced to the 
right in order to find some 
replenishment. 

You probably won't understand, so 
let me explain. As daft as it may 
seem, your energy level in this game 
is measured by a hamburger in the 
bottom right-hand corner of the 
screen. Every time you get bashed, a 
piece of burger disappears until 
you've no more left, then you lose a 
life. 

Now having explained that, I'll get 
. back-to the game. 


i 



COBRA 


64/128 

OCEAN 

Price: 
£9.95/ 
cass 


Progressing through the city, you 
will come across all kinds of 
weapons which help you in your 
quest. First there's the knife, which 
you can throw at anything that 
moves, well almost, the 'almost' 
stands for the civilians who will 
undoubtedly get in your way, but 
messing with one means death. 

The other weapons that can be 
collected include grenades (a little 
better), a pistol (pretty handy), laser- 
sighted machine guns (deadly) and 
also a large picture of Des O'Connor 
(devastating!) Once a new weapon 
has been found, it can be used • 
instantly or saved for a more tricky 
part of the game. 

If you get past all the axe-wielding 
maniacs, terrorists, and other general 
inhabitants of New York which 
attack you, you get to Ingrid and 
take her back to her-car. 

Once again the Slasher takes Ingrid 
and hides her in a derelict factory so 
you're off once more. Although you 
do get a change of background. 

If you manage to complete the 
rural area, you did better than me, 
and maybe you should write to the 
Guiness Book of Records as it sure 
is hard. 

As for the graphics, well the city 
is better than the rural one, and 
that's bad enough, the scrolling is 
first class though, and cannot be 
moaned about. 

The sound comes in the form of a 
tune which may be from the film - 
having never seen it I don't know - 
but it can be turned into weird sound 
effects by pushing ryn-stop. 

All in all, Cobra is pretty boring. 

Chris Cain 


rime is the disease, and 
apparently you're the cure. In 
yet another film tie-in game, 
you become the hero. This time it's 
Marion Cobretti, or Cobra. 

Ignoring the silly paragraphs in 
the manual about Zombie squads and 
people who only relieve themselves 
after 10 pm, I decided to load the 
game up, and give it a go. 


Having read the instructions, I hit 
the fire-button and was set for 
anything. Or so I thought. The aim of 
the game is to rescue a model, who 
has been kidnapped by a nasty 
character with a funny name. This 
plot is fairly standard and I thought 
the game would be as well. How 
wrong can a guy be? 

As soon as I started the game, I 


Sleazy city scenes 
for a sleazy game 


The hamburger on 
the right is what 
disappears bit by 
bit 

found myself in the middle of a city 
street. The next thing I know, I'm 
being made into a sieve by a 
psychopathic knife thrower. 
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EDMOD dataspace 
tells you that 
Dittmore Gadd is a 
pretty clever bloke 
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PORTAL 


64/128 

ACTIVISION 

Price: £19.99/ 
disk only 


Maybe Antarctica is VT 
where the Portal is ▼ 



eturning after a gruelling 
100-year mission to 61 Cygni, 
you discover that the Earth is 
not as you left it. Travelling across 
the unusually green and forested 
globe in your Gyges ship, you search 
vainly for traces of the civilisation 
you left behind so long ago, not to 
mention somewhere to have a long 
overdue bath. 

To cut a long story short (and long 
is too short a word for it) you 
realise you are the last human being 
left on Earth, a fate not unlike 
spending Sunday afternoon in Milton 
Keynes. Thankful you are not 
afflicted with the latter, you travel 
to Chicago and find a live computer 
terminal. By its side you notice a 
world map and a set of instructions 
for operating the terminal. 

Actually, you won't have to go to 
Chicago, you will find yours in the 
box. You will also find three disks 


filled with no less than five sides of 
data. Because Portal is no mere 
game, it's no adventure, it's a 
complete sci-fi novel on disk. 

The challenge of Portal is that you 
must fathom out the mystery of this 
vanished civilisation or face an 
eternity of total solitude, or as long 
as it takes to get over wasting 
£19.99 

Anyway, back to the terminal. It 
gives you access to the twelve 
dataspaces in the world network. By 
continually interrogating them, you 
gradually put together the pieces of 
what amounts to a gigantic jigsaw. 
That's it really. There seem to be no 
puzzles to solve, no zapping or 
combat sequences, no taxing cryptic 
clues and no way for you to get 
involved in the action. 

You just sit there and slog it out, a 
steady stream of information 
providing the driving force to 


continue. You know that, if you stick 
at it, all will eventually be revealed. 

You will meet loads of characters 
but the most important one is Peter 
Devore, around whom the whole 
caboodle revolves. He's a bright 
15-year-old who accidentally 
stumbles into a dataspace he 
shouldn't have been reading. 
Consequently, he discovers the 
Portal, the energy vortex that allows 
Migration to the Realm. No evenings 
outside the chippie for Peter, he's 
into hypnogogic sync. 

Trouble is, the cops (in the shape 
of Regent Sable) know about his 
unwholesome activities and are out 
to get him before he can get to 
Antarctica and to a certain Dittmore 
Seminole Gadd (Mentor to his 
friends) who will help Peter to do I 
don't know what - and even if I did 
I wouldn't tell you. 

A few more interesting characters 



HISTORY dataspace — potted histories to fill you 
in on the background 























































































# Screen Scene 





can't. 

All this info is gathered simply by 
using the joystick to plough your 
way through menus and icons. The 
twelve dataspaces appear as a 3x4 
matrix of squares. Having chosen a 
dataspace, it lists a set of files you 
can open and read. Files are marked 
when you've read them but you can 
Want to know the 
weather in 
Springfield? Just 

call up the ^ 
dataspace 

go back and browse through any file 
you like. Also, your position can be 
saved at any stage so you can easily 
resume where you left off. 

Some dataspaces don't always 
allow immediate access and list only 
files that are appropriate to your 
position in the game. The whole 
thing is relative, you can't carry on 
until you have read the necessary 
files. 


gripping stuff. Like all good sci-fi 
books, it tries to build a complete 
world and sprinkles it with the 
necessary jargon. It's crammed full 
of words that could only appear in 
Captain Kirk's log, and it makes a 
decent stab at trying to be literature. 

Each dataspace contains specialised 
information. For example, History will 
give short potted histories of certain 
periods. Military gives info on wars 
and weapons and Sci-Tech deals 
with anything sci&ntific. 

To counter the boredom induced by 
reading too much text, the authors 
have thrown in three databases that 
give information on each of the 
characters in a graphic form. Stuff 
like physical, psychological and 
emotional statistics. This is confusing 
at first because you think it's all 
essential to your progress. It's not, 


Graphics 

Sound 

Toughness 

Endurance 

Value 


and is probably only there to provide 
some graphic relief. 

I've spent two long days on Portal 
now. I reckon I'm about a third of 
the way there and I've still got only 
a vague idea of what's going on. 
What keeps me going on is Homer's 
knack of coming up with some really 
meaty stuff just as I was ready to 
chuck it in. Come on Homer, tell me 
whether Peter's going to make it 
with Wanda. 

Portal is not only an impressive 
piece of programming, it's shaping up 
to be a reasonably good sci-fi yarn 
too. And it is surprisingly good value 
for money, considering you get no 
less than three disks. Dip into it a 
couple of nights a week and you'll 
still be sat there when the daffodils 
bloom. 

Bohdan Buciak 


8 9 10 

8 9 io Overall 


have been thrown up so far (I'm just 
finishing the second side). There is 
Peter's gran Astora Moray, who's 
referred to as 'it' because she's had 
a unisex operation. 

Then there's Wanda Sixlove, who 
looks set to provide some romantic 
diversions. Get this: "yet she was 
beautiful, white of skin and pale gold 
of hair". She's already been doing 
hypnogogic things with Peter - quite 
an achievement since she's in 
deepfreeze on a spaceship to Vega 
(Steamy! Ed). 

And let's not forget Jimmy Radix, 
a 55-year-old veteran of the Burma 
War. He got zapped by neurophage 
weapons and thinks he's still 23. His 
disease is forgetfulness but there's 
plenty more genetic diseases 
knocking around just waiting to be 
caught. Jimmy's forgetfulness is 
fortunate because the cops have 
caught him. He won't snitch — he 


The most important dataspace is 
Homer. Homer is a raconteur 
algorythm, a storytelling computer to 
you, that helps and guides you 
through the dataspaces. It pieces 
together new files for you, gets you 
into restricted areas and gives 
frequent helpful messages - if you 
ask it. But sometimes, it's just 
cryptic and profound. So when you 

Use the joystick to . 
scroll through the 
matrix of 12 
dataspaces 

are really stuck, messages like "The 
golden thread binds all 
consciousness" make you want to 
rip its batteries out. 

A game that relies so heavily on 
text and involves you in so little 
action has no right to be interesting. 
But Portal dishes up some pretty 


Satellite probe discovers there's something 
dodgy going on in Springfield 
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standing alone in an opulent bedroom 
on the first floor. 

The perspective graphics, 3D and 
limited colour are immediately 
familiar, but are nevertheless very 
impressive. An imposing stairway 
sweeps from the minstrels' gallery 
above to the spacious hall below. 

The dining room is decked out in oak 
panelling, candelabras and ancestral 
portraits, and in the library, lined 
with books and sliding step-ladders, 
the desks even have individual 
blotters. Everything combines to 
create a realistic, atmospheric 
setting. 

Beneath this splendour, however, 
drifts the stench of decay. Rats 
swarm the kitchen, bloated spiders 
scuttle across the bathroom tiles, 
bats flit back and forth in the hall. 


As Jonathan descends to the cellar, 
the infestation increases, until he can 
hardly move for vermin underfoot 
(actually, he can hardly move 
because of the number of animated 
sprites on the screen at one time, a 
common feature of games of this 
type). 

Searching the castle, and dealing 
with the creatures which infest it, 
takes many moons, and the passing 
of night and day can be seen in a 
window icon at bottom right (there 
doesn't seem to be any time limit 
though). Every room is furnished with 
likely-looking hiding places. Guns are 
found in drawers, lamps on tables, 
swords hang on walls, and there is 
even a pair of Doc Martens lurking 
behind the bog. 

While some morsels can be found 


NOSFERATU THE VAMFY 


64/128 

DESIGN/PIRANHA 

Price: £9.95/cass 
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J ust as soon as this game is 
loaded you'll get a heady whiff 
of embalming fluid. Yes, the 
gang at Design Design has 
resurrected that old and trusty 
servant Filmation from the crypt, 
dusted off the cobwebs, and found 
him gainful employment in Piranha'a 
latest offering, Nosferatu the 
Vampyre. The question is, does the 
old beggar still have any life left in 
him? Nosferatu the Vampyre is based 
on the film of the same name by 
Werner Herzog, a brilliant director 
but lousy speller. It follows the film 
as closely as a computer can - ie, 
not very close at all - and breaks 

Nice banqueting ^ 
hail, good job 9^ 
your're not invited ^ 



the action down into three sections: 
Oracula's Castle, The Town of 
Wismar, and Lucy's House. Some 
measure of success is needed in 
each to enable you to load the code 
for the next. 

Part one features Jonathan Harker, 
a lowly rep for a firm of estate 
agents, who discovers that the 
would-be purchaser of a charming 
two-bed semi (with patio and c/h) is 
none other than Nosferatu, a.k.a. 
Count Dracula. If the sale goes 
ahead, the Count will transform the 
good citizens of Wismar into blood¬ 
sucking parasites. Worse, he will 
cause house prices to tumble! 

In an act uncharacteristic of estate 
agents, Jonathan decides to forgo his 
agent's commission, and resolves to 
steal the deeds to the property from 
Nosferatu's castle, and this is where 
we find him at the beginning, 
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in the bedrooms and ante-rooms, 
most food is, not surprisingly, stored 
in the dining room and kitchen, 
where Jonathan will need it after a 
savage confrontation with the 
vampire bats in the hall. 

There's also at least one secret 
room to find, as well as a secret 
passage to the cellars. And even if 
Jonathan can find the latter, he 
won't get very far in the pitch 
darkness without a lit lamp. Locating 
the matches is almost as difficult as 
tracking down the deeds. All this 
would be practically impossible if it 
were not for the Save Game option 
on the menu, enabling you to avoid 
starting afresh every time Jonathan's 
energy runs out. 

Sooner or later Jonathan will find 
and unlock the main door, with or 




without the precious deeds, and 
we're into the second section. He 
descends the stairway to the street, 
smug at his escape, and is 
completely unprepared for the shock 
that follows. 

The entire male population of 
Wismar consists of estate agents, all 
lookinq exactly like himself. 

Not only that, but the women who 
glide about the cobbles are all the 
spitting image of his wife, Lucy. 
Sinister though this may seem, it 
has, in fact, absolutely nothing to do 
with the plot, but is an economy 
forced upon the programmers by 
memory restrictions. Whatever the 
excuse, it makes the task of moving 
your characters frustrating at times. 

Gameplay is in any case more 
complicated now. Instead of just 
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Jonathan, you've also got Lucy and 
her admirer, Van Helsing, to control, 
switching between them by selecting 
keys 1, 2 or 3. The idea is to keep 
Lucy safe from the rats and 
vampires until she can lure Nosferatu 
to her house. 

If the Count still has the deeds to 
his desirable bijou residence, then he 
has a safe base from which to 
operate. Otherwise he is forced to 
roam the streets and seek shelter at 
dawn, though he might attempt to 
recover the lost documents from 
Jonathan's ex-boss, locked away in a 
madhouse. 

And while all this is going on, the 


Wismar townsfolk are gradually 
succumbing to Nosferatu's power. 
Jonny and van Helsing must dash 
about scattering garlic in all 
directions, and carving up any 
furniture to hand to provide a 
plentiful supply of stakes. No 
picnic. Extremely difficult, strong on 
plot, and visually stunning - what 
more could you want? Well, a few 
more puzzles for a start - puzzles 
which actually demand some kind of 
logical or lateral thinking. To find the 
secret passage Jonathan walks 
around a room banging his head 
against the wall until it lets him in. 
Where's the skill in that? 


Screen colour 
changes for day 
and night 


▼ Watch out for the 
rats in the cellar 


The occasional slice of zapping 
wouldn't go amiss, either, Those bat 
attacks would be a darn sight more 
interesting if Jonathan was seen to 
be wildly waving his sword about, 
rather than standing there like a 
dummy. 

Minor criticisms perhaps, but for a 
Filmation-type game to get to the top 
of the tree these days it's got to be 
just about perfect. Nosferatu doesn't 
quite make it. 

Byll Scoldyng 





















































Classic Snooker 

CBM 64/128 C16/PLUS 4 


Ten 


increasingly 


Classic Snooker is entertainment at its best and a tough challenge 
with facilities to practice and improve. Perhaps one day beat the 
computer at its own game! 

Computer option. Play against the computer or a friend. 

Three skill levels. Amateur, Novice and Professional. 

Flicker free graphics and smooth action. 

Clear identification of the colours on a green table. 

Facility to set the table and practice those difficult shots (CBM64, 
PLUS 4 and C16+64K expansion). 

Fine control of the power of the shot and facility to impart TOP, 
BOTTOM or SIDE spin to the cue ball. 


C16/PLUS 4 


PRICE: 


PIN POINT 


Guide the spinning top along a path of steep rises 
falls, corners and jumps. You will need a steady 
hand and endless patience, 
challenging levels. 


TURBO PLUS 


A unique utility cartridge. Save your Basic programmes with Turbo for fast 
loading. Additional Basic commands like FIND, CHANGE, DUMP, OLD, 
KILL to make the BASIC programming easy. Scroll your listings back and 
forth using cursor keys. 

For the PLUS 4 owners, the built in software like word processer and data 
base can now be used with a CASSETTE player. It also corrects the bug in 
the file manager. Cl 6/PLUS 4 Cartridge 


C16- PLUS 4 REFERENCE BOOK 
The book lays special emphasis on the graphics, sound, music and machine 
code programming. The graphics cover standard, multi colour, high resolution, 
bit mapping, soft scrolling and raster interrupt. It's coverage of machine code 
is extensive and gives full information regarding KERNAL routines and how to 
use them in your own programmes. The book gives complete memory map, 7501 
processor commands, C64-C16 comparison chart to enable conversions and all 
important KERNAL jump table. The subject under discussion is explained 
lucidly and illustrated by examples, often with line by line explanation. 


•kftVt* . 




Four heavily defended sectors to explore for possible 
landing site. Dock with the fuel tanker before starting 
the next sector. Smooth scrolling graphics with fast 
and furious action. Enhanced PLUS 4 version included. 
C16/PLUS 4 


64K RAM PACK 

The Ram Pack expands the memory of C16 to full PLUS 4 memory capability. 
If you are using the computer as a word processor or data base, the extra 
memory is almost essential. Of course you will also be able to play PLUS 4 
only games. 
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ANCO SOFTWARE, 4 WEST GATE HOUSE, SPITAL ST., DARTFORD, KENT. DAI 2EH. 
Telephone: 0322 92513/92518. Mail Order: Payment by Cheque, P.O., Visa or Access. 


24 Hour Credit Card Service: 0322 522631. 




















REPTON 3 



Screen Scene 
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Actually though, Repton 3 is pretty 
engrossing. If you were to say that 
it was a refreshingly old concept 
reaching moderate heights it probably 
wouldn't sound that inspiring, but it 
could be closer to the truth. 

A swift glance at the packaging 
will tell you this is a variant of 
Boulderdash. The game consists of 
24 two-dimensional scrolling maze 
screens largely populated by 
precariously balanced boulders. The 
other basic ingredients are diamonds, 


That diamond and 
key will come in 
handy 


There are other pitfalls. If you are 
incredibly stupid you might consider 
snatching a diamond from underneath 
a boulder and waiting for the 
consequences. It can be done, but 
only if you're quick. The only easy 
way to complete a screen is to use 
your brains - and the map. 

Strange, unexpected things happen. 
On the first screen, if you collect the 
key from the top right of the maze a 
boulder in the bottom left topples 
and traps a diamond. The answer is 


Repton 3 "beats 
the hell out of a lot 
of newer stuff" 


a time bomb, a crown, a key, safes, 
spirits, creeping fungus and eggs 
from which monsters hatch. 

The idea is to collect all the 
diamonds, the key and the crown, 
kill all the monsters and de fuse the 
bomb before it explodes. You see 
what I mean? It sounds really boring, 
the odd thing is that it isn't. 

For a start, there are a few 
complications. The temptation is to 
behave like one of those people 


Repton 3 allows 
| you to design your 
own screens 


who've won a free five minute 
shopping spree in a supermarket. But 
you can't just hack around like a 
complete looney collecting everything 
of value in sight before your time 
runs out. If you do, you will come 
unstuck very quickly. 

What happens is that, in your wild 
lust for diamonds, you disturb a 
boulder that would best be left well 
alone. It goes crashing down a 


Don't rush around 
grabbing diamonds 


crevasse and either blocks your exit,. 
or cuts off access to a cache of 
diamonds. The only thing to do if 
this happens is hit the abort key and 
start again. 



obviously to collect the threatened 
diamond before you pick up the key. 
Once you have the key, all the safes 
turn into diamonds which can then 
be collected. 

On the higher levels some more 
interesting elements are introduced, 
such as time capsules which reset 
the bomb's fuse and transporters 
which, well, transport you to 
different parts of the maze. 

If you get fed up with the supplied 
screens or characters, Repton 3 has 
a sophisticated editor with which 
you can design your own. Whilst the 
designer is excellent, I dan't help 
thinking that it's a bit pointless. If 
you designed a screen you would 
know it inside out and back to front. 
So when it came to playing it 
wouldn't provide much of a 
challenge. You would have to get a 
friend to design one for you, or wait 
for years until you'd forgotten how it 
worked. In any case, with 24 
screens supplied you might never 
need to touch the editor. 

Don't be put off by the fact that 
Repton 3 is basically an old game 
with a few cosmetic alterations. It 
beats the hell out of a lot of newer 
stuff dressed up in fancy graphics 
and sound but with a poor excuse 
for gameplay. 

Ken McMahon 
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doesn't have artificial intelligence, so 
you have to control the robot arm 
and pick up the gems. This is done 
simply by moving the joystick in the 
appropriate direction and pressing fire 
to retract it. It picks up the gems 



Pick up the 
diamonds with 
your industrial 
hoover 


automatically. Retracting the arm is 
one of the major obstacles if you, 
like me, instinctively move the 
joystick in the reverse direction you 
will find yourself losing one of your 
mingy three lives. 

The other way to lose lives is to 
be simple enough to let a mine- 
creature touch the arm. The way to 
stop this happening is to just press 


DIAMOND MINE 2 


C16 and Plus/4 
BLUE RIBBON 

Price: £1.99/cass 



iamond Mine 2 is the sequel 
to an obscure little game by 
the name of (you guessed it!) 
Diamond Mine, with which I have 
never crossed paths. 

The sequel puts you in a diamond 
mine which you have purchased with 
the wealth gained from the first 
game. Getting to your riches is the 
problem. The diamonds are beyond 
reach and even if you could get to 
them would you wish to risk it? I 


doubt it very much - this is a mine 
where greed could most definitely be 
your downfall. It has nasty little 
unidentified inhabitants who don't 
look too friendly. 

To overcome this problem you build 
a machine by the name of DIAMO. 
This machine has a robotic arm that 
will pick up all the diamonds, so you 
can return to your Missus loaded 
with gems. 

No you can't. Unfortunately DIAMO 


'fire' when they get a millimetre 
away from your arm. The good thing 
is that while you are retracting the 
arm the UMOs freeze. The only other 
way to die is to run out of time, but 
this had about as much chance of 
happening when I played as Bristol 
City winning the First Division. 
(Happened often did it? Ed.) 

Diamond Mine 2 is a simple but 
playable Pac-Man style game. It's 
appeal is not in its graphics or sound 



FOOTBALLER OF THE IE 


C16/Plus/4 

GREMLIN 

GRAPHICS 

Price: £7.95/cass 

You're 11th in the 
league but morale 
is only fair 


A nd the applause rises as QPR's 
young centre-forward Ferdy 
Hamilton goes up to collect 
the accolade of 'Footballer of the 
Year, 1987'. This is the goal that 
has to be achieved in Gremlin's 
football strategy game FOTY. 

The game is run by an icon-driven 
menu screen. There are seven icons 
altogether. 

The Globe: This icon shows your 



team's overall status, their morale 
and league position. It also shows 
how many goals you have scored 
and in which competition you scored 
them. 

The Footballer's Head: This icon 
is your personal status, including all 
the details you might stick in your 
Filo-fax. Wages, status, player rating 
and bra-size (not really). 

The Scroll: You are given the 
option if you wish to buy a transfer, 
it isn't advisable though as you 
usually find you have a 0.1 percent 
chance of moving. They are also very 
expensive, and when you do 
eventually move you find it is usually 
to a far lower club. 

The Disk/tape: Load or save your 
game, making sure that your 
promotion chances are not ruined by 
mum ordering you to run down to 


the shop (Plus/4 version only). 

The injured footballer: Should 
you be lying comfortably at the 
bottom of the table you may wish to 
use this. The quit game icon. 

The question mark: The incident 
card icon. These are a sort of FOTY 
equivalent to the chance cards on a 
Monopoly board. They give you the 
option to gamble your money. You 
pay 200 sovs and are given a 
message like 'You have lost your 
cheque book, how many cheques 
were stolen. One cheque, three 
cheques or five cheques'. You must 
then stop the cursor on the correct 
one. 

The football boot: This is the play 
match icon. The first thing you are 
asked to do is buy any goalcards. 
Goalcards give you the chance to 
participate in the match. You are 
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Cl6 version: 

































































































































# Screen Scene 




Pac-man style graphics but a more original 
theme 



but in its playability. I am in two 
minds as whether to recommend it 
to all, as fans of state-of-the-art 
graphics won't see it my way. But 


as stupid as an aristocrat in the 
French revolution, I'll stick my neck 
out. 

Ferdy Hamilton 
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Overall 




given ten to begin with and five 
grand in cash, you must use the 
money to buy as many goalcards as 
possible as the more matches you 
play in, the more matches your team 
is likely to win. 

The next step is to choose which 
matches to play and waste a 
goalcard on. How many shots you 
are allowed in a match depends on 
the indicator which varies between 
one and three every game. Once all 
this is done it's into the arcade 
section and on with the fun. 

Or is it? Those of you who read 
Mike's review of the 64 version will 
have seen the great looking arcade 
section. I was seriously annoyed to 
find out that the Cl6 and Plus/4 
versions did not have this. All that 
was substituted was a poxy choice 
whether to shoot left or right. How 


rivetting! When you have thought 
hard on which direction to shoot in, 
you are given a spartan commentary 
on what happened like 'You tap the 
ball into the net'. 

As you can see FOTY is not up to 
much for Plus/4 owners, but for Cl6 
owners things are even worse. My 
stomach churns at the thought of 
playing a whole season through. It 
doesn't have the pretty icons of the 
other versions, just ugly text asking 
you to press a number to access the 
options. 

It is acceptable that the Cl6 has 
limitations but surely not this many, 
and if the case is so, what a nerve 
to attempt to sell it at eight quid! 

Ferdy Hamilton 



Graphics 

Sound 

Toughness 

Endurance 

Value 
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Overall 



Blast enough aliens and you get to the next 
testing zone 


DANGER ZONE 


C16 and Plus/4 
CODE MASTERS 


Price: £1.99/cass 

I was really glad to get this Code 
Masters game. A quick inspection 
of the inlay brought back 
memories of Trizons, a game we 
reviewed not too long ago. But when 
the Ed also gave me a packet of 
aspirins, I got a suspicious feeling. 

The blurb tells you about the 
Galactic Patrol which is working on 
the XT/99, a new breed of fighter- 
reconnaisance ship. 112 years later, 
it's possible for you to check out 
their handiwork just by pressing the 
fire-button. Only three pre-production 
models have been built and they all 
have shields and the ability to fire 
rapidly - so what's new? 

The test has you out in space, 
shooting a load of wandering aliens, 
in the hope that if you blast enough 
you'll get on to the next testing 
zone. Your shield gets worn out 
every time you come into contact 
with one of .the aliens or (later on in 
different zones) some lumps of what 
look like alien doo dahs. 

These DD's ricochet all over the 
place and the whole thing gets a bit 
absurd when you face this massive 
doo dah attack on level four. 

My problem is that I can't really 
tell you anything interesting about 
Danger Zone - except that it sounds 


a bit like a game based on a recent 
song? The graphics are not too bad 
and the aliens were the only 
characters that didn't move 
smoothly. Still, they're quite nice to 
look at. The colours chosen were 
adequate but I would have liked to 
have seen more being used. 

The jingles and sound effects were 
done by a certain David Whittaker 
and I thought there could have been 
more - there was some empty 
space in memory. 

Now for some, boasting, this is 
the quickest game I've managed to 
hack - about 30 seconds. So to 
celebrate I'm doing a Cl) first. I'm 
going to give you a POKE that gets 
you to the last of the 20 zones. 

First load the game and reset the 
computer. Then type POKE 6033,255 
and hit Return. Then type SYS 4112 
and press Return. And now get rid of 
those aliens. 

Now the bad news, when you 
make it to the end, nothing special 
happens - you just go back to the 
start. The only thing that seemed fun 
to me was when I had the energy on 
full, holding down the fire-button 
sends a continuous stream of bullets. 

A disappointing game. 

Fikret Ciftci 
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Plus/4 version: 























































































You'd be 
hard 
pushed 
to 

distingu¬ 
ish these 
graphics 
from the 
64 


three actually. Naijishi (that's the 
head bloke), has set you three tests 
in which you must overcome some 
formidable adversaries. 

The three tests consist of unarmed 
combat, pole fighting and samurai 
sword fighting. Each section loads 
from tape or disk once you've 
completed the previous one. Or at 
least it should do. My copy proved 
to be a little temperamental in this 
respect. 

Unarmed combat is carried out in 
much the same way as in other 
martial arts games. You can attempt 
one of 14 moves by pushing the 
joystick in various positions either 
with or without the fire button 
depressed. For some reason there are 
no moves associated with the seven 
o'clock position, so you don't get the 
full 16. That's not the case with 
pole and sword fighting where you 



C16 and Plus/4 
GREMLIN 
GRAPHICS 

Price: £6.99/cass 


Unarmed combat 
gives you a choice 
of 14 different 
moves 


r he Way of the Tiger was first 
released by Gremlin for the 
C64 last year. I must admit to 
having a slight bias towards Gremlin 
for the simple reason that everything 
they do on the Cl6 lately is 
completely brilliant, well, most of it 
anyhow. 

TWOT is no exception. It has the 
best graphics and combat of any of 
the martial arts games for the Cl6. 
Come to that it's better than a few 
I've seen on the 64. For a straight 
conversion it's extremely well done 
and the game is remarkably faithful 
to its 64 counterpart. 

For those of you who like the 
background detail, the story is set in 
the magical world of Orb. The blurb 
goes on a bit about People of 




Manmarch, mystical islands of 
tranquil dreams, golden shores and 
emerald rice meadows. What a road 
of cobbrers as the great comic 
genius of our time, Benny Hill would 
put it. 

Stripped of the purple pagodas and 
emerald paddy fields, the script goes 
something like this. When you were 
knee-high to a glasshopper, you were 
dumped on the steps of the local 
temple by your (loyal?) servant who 
wasn't too sure where the hospital 

Like the 64 version, . 
you get to knock ^ 
the bloke off the ^ 
bridge 

was. Incidentally, the servant was 
old and dying of a hideous curse. 
Serves her right if you ask me. 

The monks who lived in this 
temple, being a fairly OK bunch of 
guys, took you in and fed you on 
Farley's rusks for a few years. In no 
time at all you became an acolyte, 
which contrary to popular belief is 
not the stuff you put in car 
batteries, but a sort of glorified altar 
boy. 

Now, because of this funny 
birthmark you have, the monks think 
you have some special significance, 
ie, that you wouldn't half be good at 
murdering people with your bare 
hands, or if it came to it, a large 
piece of wood, or even a sword. So 
they set to work at training you to 
become a ninja. 

With the preliminary training out of 
the way, there is only one obstacle 
to be overcome before attaining your 
full Ninja licence. Well there are 



get 15 and 16 respectively. 

Animation is pretty smooth, even if 
your man does look like a cross 
between a mummy and a soldier in 
full chemical warfare get-up. The 
backdrop for unarmed combat is 
pretty impressive. Clouds pass over 
the mountains in the far distance, 
while in the foreground there is a 
smattering of vegetation. 

As far as the combat itself goes, 
let's be honest. The basic idea is to 
beat the living daylights out of the 
other guy before he does it to you. 

































THE WAV OF THE TIGER 
SWORD FIGHTING 

1 . PLAV THE WHOLE GAME 

2 . PRACTICE UNARMED COMBAT 


There are two ways of doing that. 
Either you kick him in the head until 
his eyes drop out, or you can go for 
the aesthetic approach and try out 
some fancy tricks. 

You can do it either way but it's 
more fun the second. And for once 
the opponents are good enough to 
make a fight of it. They're not 
brilliant and you can get away with 
clubbing some of them to death, but 
there are the more skilful ones. 

I expected pole fighting and 
Samurai sword fighting to be 

At last, a Cl6 
combat game that 
gives you beefy, 
opponents 


# Screen Scene 


over a river and the loser ends up in 
the drink. One big difference with 
the final two screens is that they 
are just that - single screens. When 
you reach the edge there is nowhere 
left to run, whereas unarmed combat 
gives you a scrolling panorama. 

Of all the 'beat 'em 'ups on the 
Cl6 the major criticism has been 
that the quality of combat has left a 
lot to be desired. You'll all remember 
my disappointment in Way of the 
Exploding Fist. The scenery was 
brilliant, the animation was brilliant 
but the competition was so weak 
you could have knocked them over 
with bad breath. In that respect 
alone Way of the Tiger comes out on 
top because, however good you are, 
you will eventually meet your match 
with one or other of the Ninja 
bashers. 

The combination of Gremlin's skill 


Nothing like a bit of practice to sharpen up the 
inner force 


and attention to detail in other 
aspects of the game makes it a clear 
winner. 

Ken McMahon 


unarmed combat with a stick in your 
hand, but there are significant 
differences. For one thing the 
backdrops are all different. Pole 
fighting has to be the best. The two 
of you fight it out on a log bridge 


> 





3 • PRACTICE POLE FIGHTING 

4 . PRACTICE SWORD FIGHTING 

CAS CONUERSION BV DEREK REVNOLDS 
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Fikret reckons Voidrunner is as colourful as 
Psychedelia 



There are at least seven different types of 
nasties to fire at 





VOIDRUNNER and HELMS 


C16 and Plus/4 
LLAMASOFT / 
ARIOLASOFT 

Price: £6.95/cass 


F or nearly two years the best 
thing I liked doing with my 
computer was loading 
Psychedelia and messing about with 
a Jean-Michel Jarre LP giving my 
eardrums a good workout. I suppose 
you are wondering why I've just 
gone and said that, eh? I'm not 
really sure myself, it's just that 
Voidrunner is so colourful that it 
reminded me of Psychedelia. 



package, is the one to rave about. 
The story goes that there is intense 
activity on the planet Void, where all 
of your enemy (the droids) live. 
They're planning to send out nuclear 
attacks on Earth and as with all 
shoot 'em ups you're the nutter out 
to prevent this from happening. 

Fortunately three joeys have been 
supplied to help, they either move 
around the leader ship (you - which 
is green) in a cluster or in 
symmetrical patterns. 

On the planet you will be attacked 
by various nasties, which include: 

Droidsegs: These move around the 
screen in centipede type rows. 

Cenheds: Similar to Droidsegs, but 
leave a pod when shot. 

Pods: Just there to be blasted, 
some need more than one shot. 

Laser: Looks like a pod, but fires a 
leader ship if in line of fire. 

Bombs: Fall up or down the 


screen. The white ones must be 
avoided, but the others can be shot. 

Vortices: Aliens that shift about 
the screen in a neat pattern, they 
drop bombs on to you when shot. 

Camels and Goats: Can be used 
as smart bombs, turns into a laser 
once shot, but it's no ordinary laser. 

If you thought that was bad then 
you wouldn't like to face up to the 
zapper. The zapper is, in fact, a 
raster interrupt line that moves down 
the screen leaving a pulse (line of 
death) for a second which if hit by 
your leading ship will kill off your 
current fleet. You have got five 
fleets and you gain one extra to a 
total of nine for clearing each level. 

Oh yes, the levels. They are not 
your usual level 1, level 2, etc. They 
have all got their own names, their 
own attack waves and your own 
attack formation changes. There are 
30 levels and it's possible to check 


Hellgate — not brilliant but a nice little bonus 


Nothing touches 
Voidrunner on the, 
Cl6 for sheer 
speed 



But both Voidrunner and Hellgate 
are actually sequels to Matrix and 
Laserzone, respectively. The last two 
were sold in a similar package (two 
for the price of one) and must have 
done quite well to convince 
Ariolasoft to release this sequel. 

I didn't get to see much of the last 
two games, but it seems to have 
pleased a lot of people. I've seen 
enough to warn you about this game 
- nothing else touches its speed. 

Voidrunner , the star of this 
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# Screen Scene 


out the first 16 from the title 
screen. 

One thing I must not forget to 
mention about Voidrunner is the frilly 
bits, it's full of them. There is the 
introduction to the level you are 
about to enter and the curtain-like 
opening of the playing field all done 
with the eight shades of certain 
colours. But the highlight of the frilly 
bits must be the dots, these dots are 
just totally amazing. They make helix 
patterns, some weird swinging rows 
of dots and swirling clusters. The 
swirling dots were the best to look 
at and I actually sat and watched 
these on the title screen for about 
one hour - they're a bit hypnotic. 


LGATE 


On the sound stakes Voidrunner is 
top notch, no music but plenty of 
echoed sound PX and blasting sound. 
OK I know I said there is no tune, 
but there is that horrible ear-grating 
rendition of that five-note tune 
played in Close Encounters of the 
Third Kind. The graphics won't seem 
much in the screen shots and are not 
the kind that take your breath away, 
but they are colourful and each 
nasty is easily identifiable. 

Hellgate is a conversion from the 
64 and this was the first time I'd 
seen it and I didn't get much 
enjoyment out of it. It's like an 
extended version of Laserzone. The 
graphics are smaller, but you now 
control four ships along four axes 
and have multiple fire power. 

I don't want to bore you with any 
details so I'll just say that this is a 
save the Earth ploy. The best thing I 
liked about this game was the zany 
blurb, not surprising since both 
games were programmed by Jeff 
'Yak' Minter and include many weird 
and wonderful aliens. 


I 



Y ou all know that Jeff Minter produces some of the 
classiest games around for the Cl6 and Plus/4. But 
how much do you know about the man himself, his inner 
personality, what makes him tick, his darkest secrets? 
Here's your chance to prove yourself a Minter Mastermind 
by answering five deeply probing questions. AND you can 
win some great prizes. 

Ariolasoft are putting up their COMPLETE COLLECTION 
OF Cl 6 GAMES as the first prize — Voidrunner, Hellgate, 
Matrix, Laserzone, Hyperforce and Starbust. And you will 
get both an Ariolasoft and a Llamasoft T-shirt thrown in. 

Ten runners-up get a copy each of the Void- 
runner/Hellgate GAME. 

HERE'S WHAT YOU DO. Below you will find five 
revealing questions about JM himself. Just ring the option 
you think is correct and get your coupon off to us as 
quickly as possible. 


1) What is Jeff's favourite 
TV show? 

a) Max Headroom 

b) The Price is Right 

c) Antiques Roadshow 

2) What is Jeff's favourite 
food? 

a) Llama cheese 

b) Grilled chicken 

c) Lentil burgers 


3) Jeff likes Heavy Metal. 
Who are his favourite band? 

a) Europe 

b) Iron Maiden 

c) Saxon 

4) What does Jeff think is his 
best Cl 6 game so far? 

a) Matrix 

b) Laserzone^ 

c) Voidrunner 



I got the idea that this game was 
rushed - the sound wasn't good 
either. 

Voidrunner is the most incredible 
blaster I've played, it plays upside 
down, sideways and even 
symmetrically. I was going to give it 
a 10 but I experienced a crash, all 
the same its addictiveness will get 
hold of you and not let go for a very 
long time, it deserves the Screen 
Star. 

Fikret Ciftci 


The answers are: 



Question 1: 
Question 2: 
Question 3: 
Question 4: 


A 

A 

A 

A 


B 

B 

B 

B 


C 

C 

C 

C 


Name. 

Address. 

Send to: Minter Compo, Commodore User, Priory Court, 
30-32 Farringdon Lane, London EC1R 3AU. 
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Il NOWJHEflRSTOFA NEW GENERATION OF BACKUP CARTRIDGE 

Innovative new hardware design and programming techniques have ACTION • • • 
allowed us to produce a cartridge of a calibre never seen before!!! Srv&KKlStM 


Action Replay Mk III is more powerful, 
more friendly, has more features and 
will back-up more programs than any 
competing utility —even the latest 
protected progams!! 


WwokotthTfeoturIsJ 

So simple to use: Just press the button and make a complete backup: Tape to Tape, 
Tape to Disk, Disk to Disk, Disk to Tape. 

- THE PROCESS IS AUTOMATIC - JUST GIVE THE BACKUP A NAME - 


ACTION REPLAY III 

Works by taking a "Snapshot" of the 
program in memory - so it doesn't matter 
how the program was loaded -from 
tape or disk - at normal or turbo speed. 

EVEN SCT CALLED "ANTI-FREEZE" n hi I V 

PROGRAMS. UIMLY 





NEW 


£29" 

POST FREE 


MOL 

versi6n 


/ \JAhr mg \ 
( to rue heart ’ 

I of tour __ , 

\COMPUn*/J 



□ All backups will reload at turbo speed 
independently of the cartridge. 

□ Dual speed tape turbo system programs can load up to 
3 times faster than commercial turbos -thats over 10 
times normal Commodore speed. 

□ Freeze the action then view the program with the monitor 
feature. Add pokes for infinite lives etc. Then Restart the 

or backup - ideal for customised versions of your games. 

□ Picture Save. Save any multi-colour. Hires screen to disk or tape. 
Compatible with Blazing Paddles, Koala, Slideshow etc. 

Q Fully compatible with 1541, 1541C, 1570, 1571, and enhancer or 
Any CBM compatible data recorder. 

Q For C64, 64C, 128, 128D (in 64 mode). 

□ Unique Sprite Monitor. Freeze the Action and view all the Sprites, 
watch the animations scroll across the screen. Save Sprites to disk or 
tape. Customize your games by loading Sprites from one game to 
another - then restart the program or make a backup. 

Q Compatible with fast DOS and Turbo ROM systems. 

□ Backup process in turbo speed - faster than any rivals. 



□ Special compacting techniques. Each 
program is saved as a single tile. 

□ Transfers multistage tape programs to 
disk - more than any other cartridge - 
even the extra stages are turbo load - 

a unique feature. 

□ Sprite Killer! make yourself 
indestructible by disabling Sprite collisions 
in games. 


|— I FASTLOADERl —I 

Action Replay III even has 
a built in disk fast loader 
which speeds up loading 
5 times. Uses no memory 
- invisible to the system. 

You could pay £20 alone 
for this feature. 


□ Fast disk format (20 secs). 

□ Built-in Unstoppable reset button. 




PERFORMANCE GUARANTEE 

100% SUCCESS? RIVAL CLAIMS? WHO'S KIDDING WHO? 

"Action Replay Mk 3 will backup any program which any other 
cartridge can backup - and more! It also nas an unmatchable range 
of features. Consider Freeze-Frame for example, which uses more 
disk space, saves at slower speed, has slower tape loader, has no 
built in disk fastloader. no picture, Sprite or restart features and 
costs £10 more than Action Replay. So who's kidding who? Buy 
Action Replay Mk 3. If you find that it does not live up to our 
claims return it within 7 days of receipt and your money will be 
refunded. 


SEE 

OISKMATE 
AD FOR 
COMBO 
OFFER 


ACTION REPLAY ENHANCEMENT DISK 

Extending Action Replay's capabilities even further, this disk, contains a 
collection of tape to disk routines for a few newer games which load 
J subsequent parts in a non-standard way. All the latest titles are catered 
I for - more than any competing utility, and unlike other systems ACTION 
| REPLAY LOADS EXTRA SECTIONS AT TURBO SPEED. Disk includes file 
copy, disk backup and other useful utilities. Regular updates at low 
I rnct for use with Action Replay only. Disk £7.95. 


GRAPHICS SLIDESHOW SOFTWARE 

Cartridge based backup systems usually destroy loading pictures - NOT 
WITH ACTION REPLAY. Multicolour pictures from games, graphic 
packages or loading screens can be saved to disk using Action Replay 
and viewed singly or in sequence with this sophisticated slideshow 
package Turboload throughout. Sixteen pictures per disk. Joystick or 
keyboard control. An interesting new use for your computer. 

Disk £4 95 


SPECIAL!! ENHANCEMENT DISK AND SLIDESHOW TOGETHER ONLY £11.99 



DiskMateu 

DISK UTILITY CARTRIDGE 


only] 


£ 14.99 


POST 

FREE 


' If you have a disk drive 
^ then you need a Diskmate!! 

□ Diskmate’ 

is a fast disk turbo loader that will speed up your normal loading software by 5 times 



BUT THAT S NOT ALL 

□ Fast save 

□ Fast format (approx 10 seconds) 

□ Improved single stroke DOS commands 
le. load, save, directory, scratch, etc. 


□ Redefined function keys. le. load, 
load/run, list, directory, monitor, etc. 

□ Powerful toolkit commands.- le. old, 
delete, merge, copy, append, autonum, 
linesave etc., etc. 


PLUS A powerful machine code monitor/disassembler. All the usual monitor 
commands: assemble, disassemble, move, find, compare, fill, number conversion etc., 
etc. NB. This is a full monitor, not a token effort like some available. 


* Diskmate incorporates special switching techniques which make it ''invisible" to the 
system. Therefore the fastload will work with more software than other types. In addition this 
makes the other commands including the monitor more powerful. For instance the monitor 
'floats' and is able to look under ROMs and even under itself! 


SPECIAL OFFERS + m + m + + + 

£39.99 free 7 
£44.99free 
£54.99free 


Buy Action Replay III and Diskmate together on the same cartridge for only. . 

■ This must surely be the most powerful cartridge available for the Commodore 

Buy Action Replay III and Fast Hack'em for.. 

Buy Action Replay III and Diskmate II on the same cartridge 
plus Fast Hack’em for. 


/rs AMERICA'S BEST SELLING DISK BACKUP SYSTEM 
here. NOW AVAILABLE IN THE UK' 

FA CT UAFU’FhH © 


FOR THE COMMODORE 64/128 

A MUL T/-MODUL E SYS TEM - ALL ON ONE DISK 

FAST HACK'EM IS QUITE SIMPLY THE 
BEST DISK COPYING SYSTEM AVAILABLE, 
ANYWHERE AT ANY PRICE 


Sr MIKE J HENRY 



SIMPLE TO USE FULLY MENU DRIVEN 


SINGLE 1541 MODULE 

• AUTO M88i.fR Copy m mtu e otoikik) ajk r 3 <w 


"WARNING** 

FAST HACK'EM IS A VERY EFFECTIVE 
PRODUCT DESIGNED TO ENABLE USERS 
TO MAKE BACK UP FOR THEIR OWN 
USE - DATEL IN NO WAY CONDONES 
SOFTWARE PIRACY 


SINGLE 1571 DRIVE (64 OR 128 MODE) 

• FAST COPY Finn '5?i 4* r s*, ' nruit 

• swar OR both sxxs am cm cm ® „* i zg 


BECAUSE FAST HACICEM IS PRODUCED IN 
THE U.S. IT WILL ALWAYS BE ON TOP OF 
THE LATEST PROTECTION TECHNIQUES. 
SINCE MANY OF OUR LATEST PROGAMS 
APPEARED IN THE U.S. MANY MONTHS AGO. 


TWIN 1541 DRIVES MODULE 

• AUTO NIBBLER: Copy an entire protected disk in under 1 minute. Features auto track/sector analyzer. 

• FAST COPY: Copy entire disk in 36 seconds with verity. 

• AUTOMATIC FASTCOPY: As above but with completely automatic operation In fact once set up doesn't even 
need the computer. A must for duplicating disks on a large scale. 


1541 PARAMETERS MODULE 

This is the module that gives Fast Hack'em its power. The parameters module contains dozens of "Parameter Keys" that are 
used to unlock those heavily protected programs Each parameter is designed for a particular software brand or even a 
particular program. Other copy programs may make strong claims, but without special parameters they just can't cope. Datel 
will be offering updates to Fast Hack'em on a quarterly basis, featuring 20 50 new parameters plus other improvements as 
they're made Prices to be £6 plus old disk 


SPECIAL 

OFFER! 


YW AA am or for C16 including Interface 

U only LD.yy £8.99 


Diskmate II was designed by Datel and the programming is by Dosoft Need we say more? 
















































































ive wear on your expansion port: 3 slot 
terboard for 64/128 


ONLY 


nc OO NOW ONLY 

110.00 p?A qq 

POST FREE 1XT.JJ 


Now a full Midi Interface for your 64/128 at a | 
realistic price! P qst FREE 

NOWONLY A 


MLABLE NOW!! 


POSTFREE 

□ ACCEPTS 3 CARTRIDGES 

□ SWITCH IN/OUT ANY SLOT 

□ ON BOARD SAFETY FUSE 

□ HIGH GRADE 
PCB/CONNECTORS 

□ RESET SWITCH 


J MIDI IN 
. MIDI THRU 
J 2x MIDI OUT 

Compatible with most leading software packages:-1 
• Advanced Music System • JMS • SEIL, etc. 

Special Offer! Buy Midi Interface + advanced musi 
system only £49.99 + £2 postage (disk only). 


COM- DRUM 

ONLY 

£ 29.99 

POST fREt 

DIGITAL DRUM < 

SYSTEM 


Now with the Corn-Drum digital system you can 
produce studio quality drum rhythms with real 
drum sounds. All the features of systems 10 times 
the price. 



• A complete digitally recorded drum kit, i.e. 

8 voices - kick drum, snare, tom-tom, hi-hat, 
cymbal etc. etc. N.B. these are real drum sounds - 
not synthesized. 

• Real time and step time sequences • Full editing 
system. • 16 Alternative voices supplied free. 

• 8 pre programmed rhythms to start you off. 

• External sync facility. • Very simple to use. 

• Line output to hi-fi amp or through TV with 
optional audio TV lead (see offer). • On screen 
menus. • Stylish case. • Please state tape or disk 
software. 

COM DRUM EDITOR 


Enables you to construct your own drumkits. 

24 Drum sounds supplied on disk which you can 
arrange yourself to make custom kits. Names are 
then added and saved as a complete set for use in 
the Corn-Drum. Existing kits as supplied with Com 
Drum can also be editing to your choosing 
--‘y £4.99 pr * * 


Available on Oisk only £ 


9 post free. 


DIGITAL SOUND SAMPLING 

COMPLETE PACKAGE 

£49.99 

POST f HIf 

FREE AUDIO (TV LEAD 1 ) 

NOW FOR YOUR 
COMMODORE 64 

The Datel Sampler now brings you 
this technology at a sensible price! 



■* The Sampler allows you lo record any sound digitally into 
memory and replay it instantly at any pitch backwards forwards I 
ascending scale descending with echo reverb flanging 
endlessly looped etc Truly professional hardware incorporating 
•Full 8 bit 0 and ADC conversion 
•Line or MIC input line output and feedback control 
A comrehensive software package including 
•A live effects menu with echo reverb digital delay etc 
•Full sample editing facilities with review and on screen 
frequency plotting 
•A powerful real time sequencer 

Copy Drum Software available separately at £9.99 to turn your I 
sound sample into a Corn-Drum system as well as a sampling | 
system. 


~ *24.99 

POST FREE 
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TOOLKIT tV ™sr free 

THE ULTIMATE DISK TOOLKIT FOR 1541/15401 

Toolkit IV has, for some time, been generally recognised as the I 
best disk toolkit available. The only problem for Datel was that r 
it was distributed by someone else!! So when the opportunity I 
to obtain the rights came our way, we jumped at it. And what'sl 
more, in keeping with our general pricing policy, we are offering it at less than 
half the previous selling price. A disk toolkit is an absolute must for the serious 
program hacker and TOOLKIT IV has more features than most for less: 


DISK DOCTOR V2 - Read and write any track 
and sector including extra and renumbered tracks: 
Repair damaged sectors: Look underneath read 
errors. 

HEADER/GAP EDITOR - Decodes and display: 
ALL header information including off bytes and 
header gap: Rewrite the entire header and header 
gap. Renumber sectors: Also edit any sector tail gap 


FAST DISK COPY - Copy an entire disk in 
2 minutes or less using single 1541. 

FAST FILE COPY - Selective file copy: Works 
it upto 6 times normal speed. 


DISK LOOK - Sort directory: Recover lost files: 
Display file start/end addresses: Disassemble any 
file program directly from the disk to SCREEN or 
PRINTER including undocumented opcodes: Edit 
Bam : Much, much more. 

FILE COMPACTOR - Can compact machine 
code programs by upto 50%: Saves disk space: 
Compacted programs run as normal. 


FORMATTER - 10 second format an entire disk 
or format any individual track or half track 0 to 41 ; 
Redefine any of 30 parameters to create or recreate 
unique disk formats. 

ERROR EDIT - Quickly find and recreate all read 
errors including extra and renumbered tracks or 
sectors and half tracks from 0 to 41 : even recreates 
data under errors and allows you to redefine any 
necessary parameters. 


PLUS 


DISK DRIVE SPEED TEST, DISK ERASE. DISK DRIVE RAM MONITOR. DISK LOG. BASIC 
COMPACTOR/UNCOMRACTOR. FILE MAKER + MUCH, MUCH MORE. 


TOOLKIT IV is an absolute must for the serious disk hacker. It has all the routines tha the others have 
plus all the ones they don't... there is no better product available at any price ... available now 
complete with comprehensive instructions. 


USUALLY SAME DAY 
DESPATCH ON ALL ORDERS 

SEND CHEQUES/P O s TO 

UN ITS 8/9 


7 ELECTRONICS, 


FENTON INDUSTRIAL ESTATE. p* 

DEWSBURY ROAD, fenton. LE 

STOKE ON TRENT TEL 0782273815 fore !gnoroers Catalogue 
FAX (0782) 264510 add a postage Order Page 


IT S A COMPLETE LIGHTPEN SYSTEM ... IT S AN 
ALL IN ONE ILLUSTRATOR/GRAPHICS PACKAGE. 


IT'S 
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24 HR CREDIT SEE US ON 

CAROLINE PRESTEL j 

RAGE No. 
258880000A J 
12 Page 


roji oq TAPE OR DISK 

_ LZH.UHPOST FREE (PLEASE STATE WHICH) 

Yes Blazing Paddles is one of America s top sedmg graphics packages. 

Fully Icon/Menu driven, comes complete with the Datel Lazerwriter - 
A lightpen featuring the latest polymer fibre optic cable and sensor for pin 
point accuracy of a calibre simply not possible wtth-conventional system.... 
.... But that's not all - Blazing Paddies will also work with any standard 
input device including Joysticks, Touch Tablets, Paddles, Mice, Trackball and 
Professional Graphic Tablets 


A SUPERB PACKAGE WITH ADVANCED FEATURES 


Advanced Colour Mixing to create over 200 textured hues 
Painting with a range of brushes Air Brush HZ Ovals 
Rectangles Lines Rubberbanding Text Mode 
Fill Single Dot Mode i Freehand Draw 
Shape Library Clear Printer Dump 
Hires Screens saved from Action Replay can be loaded 
j]\ and edited etc (Disk) 

PLUS A zoom feature for single Pixel editing while 
viewing, the results at full scale. □ Powerful cut and paste 
facility, shapes can be picked up, moved around, repeated 
and saved. ! Full Load and Save feature for pictures, 
shapes and windows which are supplied. 

H you Hank the Softwao you got wtth your Mouoa/Gn^to** 1 * • ** ’*•* *•" you c«i hiy Bhang 
PaMos Sottwao 4ono. FOR ONLY £ 12.99 TAPt OR DISK IH.EASE STATE) 




PADDLES 
ILLUSTRATOR 
IS FOR 
EVERYONE! 

Usina the Lazerwriter 
a child can use it as a 
colouring book or a 
computer artist can 
create superb graphics. 
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PRINTERS FOR BUSINESS BESTBUY 


• Automatic single 
sheet handling 

• Tractor feed built in 

• "Front Panel" mode 
selection 

• Double and Quad 
height characters 

• 120 cps draft and 
30 cps NLQ 

This is the best Commodore ready printer you 
can buy. Combines many unique features with superb 
reliability, styling and print quality. But the real 
beauty is that the interface cartridge is interchangeable so 
if you change comp-uters just buy a new interface. 

In a group test with other 

popular printers such as Epson, Citizen and OKI What Micro 
magazine described the NL10 as 

the Rolls Royce of this group'. ONLY £249.00 

Automatic cut sheet feeder available as an option for £63.25 


SELECTED PRODUCTS 


1541C DRIVE. The latest version of the 1541, 

better drive mechanism and new _ - 

colour ONLY tloVi/b 

DISC NOTCHER. Double the capacity of your 
discs with this handy gadget. Cuts second 
write protect notch accurately and 
easily ONLY 13.95 

A2IMATE 3000. Handy package allows you 
to easily check and realign the tape head 
of your CBM data recorder Includes _ - 

screwdriver ONLY tO.95 

MOTHERBOARD. 4-slot, with either all 
upright sockets, or three upright and 
one through socket, to suit modem; 
please specify.ONLY 140.00 

POWER PACK. High quality replacement 

power pack for CBM 64 .ONLY C44./5 

XETEC SUPERGRAPHIX. The best cen¬ 
tronics printer interface for your 64/128. 

Large buffer, downloadable fonts, ***** **** 

etc. ONLY £69.00 

DATA RECORDER. CBM compatible, same 
performance as the C2N/153I but cheaper c*** or 

and includes a pause button.ONLY £Z4.y5 

Large stocks of Commodore-related equipment at 
sensible prices. If you don't see what you want, 
give us a call. 


DISKS AND BOXES 


25 bulk-packed DS/DD disks with w/p tabs - _ nr 

and labels ONLY £ 13.95 

25 disks as aove with 50 capacity lockable _ __ 

box. only £22.95 

25 disks as above with 100 capacity lockable ___ 

box ONLY £24.95 

50 capacity lockable box. ONLY £10.95 

100 capacity lockable box. ONLY £13.95 


For COMMODORE Computers 


The Evesham Micros version of this reliable and 
compact disc drive has a new ROM to ensure 
a very high degree of compatibility with disc 
turbos and protection schemes. 


FEATURES 


* Handles Disc Turbos 

★ Direct Drive Motor 

★ 1 Year Guarantee 

* Highly Compatible 


★ No Overheating 

★ Very Reliable 

★ Compact Size 

★ Very Quiet 



IMPORTANT: ONLY THE EVESHAM MICROS VERSION OF THIS DRIVE HAS THE 
NEW ROM THAT WILL HANDLE DISC TURBOS AND LOAD OVER 98% OF 
PROTECTION SCHEMES. 


THREE PURCHASE OPTIONS — 




A NEW IMAGE FOR 
THAT FAVOURITE 
COMPUTER 

• Easy to Fit f 

• Lower key height 

This modern case with it's sleek style 
will transform your '64. The high quality injection 
mould is superbly finished in the latest ivory colour. 

The lower key height is also a boon to operator comfort. 
Fitting is very simple, requiring just a Philips screwdriver, and can 
be completed in less than 10 minutes. Stock now available so order 
for quick delivery. 


DOLPHIN DOS 


THE EFFECT IS STAgGErINg■ 

Now established as THE parallel operating system for the 1541 disc drive. Hundreds of satisfied users include 
business, hobby, full-time programmers, and many leading software houses, including Gremlin Graphics, 
Domark, Superior, Alligata, Thalamus, Adventure International, and Software Projects. 

The speed and efficiency is truly unbelievable, it is compatible with the vast majority of commercial software, 
speeding up both the loading of the program and of SEQ/REL files. (It is brilliant with Superbase, Easyscript, etc.) 

For non-compatible programs it can be completely switched out. It DOES NOT use a special disc format and 
your existing discs will be compatible. 

FITTING 

Fitting involves the insertion of two sub assembly circuit boards, one in the 1541 and one in 
the '64/' 128. These normally just plug in but on some '64s a small amount of soldering is necessary. 

SOME OF THE FEATURES 

★ 25x FASTER LOADING (PRG FILES) ★ EASY AND FAST DOS COMMANDS 

★ 12x FASTER SAVING |PRG FILES) ★ USE 40 TRACKS FOR 749 BLOCKS 

★ 10x FASTER LOADING |SEQ FILES) ★ MONITOR BUILT IN 

★ 8x FASTER SAVING (SEQ FILES) ★ DRIVES CENTRONICS PRINTER D , u . 

★ 3x FASTER LOAD/SAVE (REL FILES) ★ ENHANCED SCREEN EDITOR Hardw are 

★ E.G. LOAD 202 BLOCKS IN 5 SECS ★ EXTRA BASIC COMMANDS Utility of year 

(These figures do not allow for searching) 

EXTRAS AVAILABLE . 

Kernal for ' 128 in ' 128 mode £9.95 

User port expansion card (3 slot) . £14.95 ■ Avail h 

Dolphin Copy (Whole disc in 18 secs and lightning fast file copier). £7.95 ■ — .. /e t 

Dolphin main board for second drive c/w lead £44.95 

If you require further information, please send SAE for fact sheet 



In Australia: contact Micro Accessories of S.A., Unit 8, Hewittson Road, Elizabeth West, S. Australia 5113. Tel: (08) 287-0191 

















































THE CHOICE IS YOURS I 



BACKUP CARTRIDGES 

THE FACTS 

Almost eighteen months ago. Freeze Frame 
Mk I revolutionised backup methods. Since 
then many Imitators have appeared on the 
market. Some of the claims being made for 
certain of these products are rather mis¬ 
leading. Let us inform you of some positive 
facts. 

1. Much of the new software released uses 
“Anti-Freeze"; only Freeze Frame and 
one other product can handle these. 

2. Only Freeze Frame can automatically 
handle these and other programs. You 
don't need to be an "Expert" or need "O" 
levels to operate Freeze Frame. 

3. At press date (11.2.87) our exhaustive 
tests were unable to find any memory 
resident program that both Freeze 
Frame Mk IV and Lazer were unable to 
back up, completely automatically. 

4. Similar tests with all rival products 
proved disastrous. 

THESE ARE THE FACTS 
(not outrageous advertising claims) 


FREEZE FRAME Mk IV 

NEW PRICE . . . WHY SETTLE FOR LESS I 


Now you can buy a pedigree Freeze Frame backup 
cartridge for a startling new price. No need to settle for 
less, this is the latest development of the originator. More 
power, more features, easier to use. 

POWER 

Legendary amongst Commodore owners but with con¬ 
tinual development now even more impressive. 

FEATURES 

Three cartridges in one ... fast load, utilities and backup. 

TAPE to DISC TAPE to TAPE 

DISC to DISC DISC to TAPE 

So simple to use, just plug in and switch on, at the menu 
choose your option, no messing with software, it's always 
ready. 

Load the program that you wish to backup, press the 
button on Freeze Frame, then you can either. 

1. Press "D" to save to disc with fast reload. 

2. Press' S "to save to disc with standard reload. 

3. Press "T" to save to tape with fast reload. 

MULTI STAGE PROGRAMS 
The standard cartridge will transfer to disc many 
tape based multi stage programs, e.g. Summer 
Games II, Silent Service, Winter Games, etc. and 
when used in conjunction with the regularly updated 
"F.F. Utility Disc" the vast majority of programs of 
this type can be handled. 

MORE FEATURES 

★ Doubles as a fast load cartridge 

★ Loads extra parts fast fl 

★ Built-in Fast Format 

★ Built-in File Copier (up to 248 blocks) 

★ New "SELECTALOAD" feature (Press "L" for 
directory, select with cursors, then press F3 to 
load. 

★ Undetectable by software 

★ Files compressed for disc economy 

★ 128/128D compatible in '64 mode 
PROGRAM RELOAD IS INDEPENDENT OF CARTRIDGE 

NOW ONLY £28.95 

At this price there is no need to settle for less 
UPGRADES: Mk I or II . . . £14.95 
Mk III or IIIB . . . £9.95 
Mk IV to LAZER ... £11.95 


DISC DISECTOR V5. 


3 


The fifth version of the country's leading disc backup/ 
utility program. This latest version includes many 
"PARAMETERS" to handle the latest highly protected 
discs. This includes the latest American and English 
software. Be warned if you want to back up software by 
Ocean. Gremlin, Hewson, Domark, and even U.S., Gold 
whose protection schemes are NOT always the same as 
the American versions, then you MUST have "D.D.". At 
press date, we are sure NO other advertised pro¬ 
duct will handle all these, be it American or 
German. 

INCLUDES THE FOLLOWING 
+ EVESHAM 3 MINUTE NIBBLER 

★ EVESHAM 8 MINUTE NIBBLER 

★ MANY PARAMETERS (The vital code for the 
protection schemes) 

★ DUAL DRIVE NIBBLER * FAST FILE COPY 

★ MENU MAKER * UNSCRATCH 

(with select facility) * DISC RESCUE 

★ DISC ORDERLY ★ DISCMON+ 

★ FAST FORMAT ★ ETC., ETC., ETC. 

The whole package is menu driven and has its 
own fast boot system built in for your conveni¬ 
ence. Pays for itself the first day you receive it. 

only £24.95 

Customers with earlier versions may return them along with a 
payment of £7.95 to receive V5.0. 

Most routines are CBM 128 and 
1570/71 compatible in '64 mode. 


QUICKDISC+ 


Our highly popular fast load and save plus utility cartridge 
has received many favourable reviews. 

★ FAST LOAD (5 to 7 times improvement) 

★ FAST SAVE (5 to 7 times improvement) 

★ FAST FORMAT (20 seconds) 

★ FAST BACKUP (4 minutes) 

★ FAST FILE COPY (up to 248 blocks) 

★ EASY DOS COMMANDS 

★ CENTRONICS PRINTER DRIVER 

★ RESET BUTTON (unstoppable) 
it HELPS MENU 

it USES NO MEMORY 

it 128 COMPATIBLE ( 64 mode) 

Exception value for money at only ... 

£19.95 


1541 QUIET STOPS 


Cure for ever the dreaded 1541 drive head "hammering" 

★ Easy to fit 

★ Detailed instructions 

it One kit does two drives 
it Helps prevent misalignment 

ONLY £4.95 

Not suitable for "turn lever" type drives. 


FREEZE FRAME LAZER 

ANOTHER TRENDSETTER? 


From the design team that changed the face of backup 
technology comes another innovation. The powers of 
Freeze Frame have been combined with a staggeringly 
quick new loading system. An amazing 32K of ROM 
provides you with all the facilities of Freeze Frame 
Mk IV as described opposite, plus the stunning new 
LAZER loading technique. 

Check these LAZER features 
★ Reload a program in 10-15 seconds 
★ Fast saving of programs 
★ Loads extra parts at VERY HIGH speed 
it Load speed approx. 20x normal 
★ Uses standard disc format 
★ Includes RESET 

Cartridge must be present to reload at LAZER speed 
Proven power with stunning new technology: 

ONLY £39.95 

UPGRADES: Mk I or II . . . £29.95 
Mk III or IIIB . . . £19.95 
Mk IV . . . £11.95 
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DOUBLER 

THE tape backup "device'' 


Many thousands of this popular product have been sold 
and sales continue to flourish. Why? We think because it 
is the best product of it's type. Consisting of hardware and 
software it uses a unique method controlled by the 
software that allows you to produce perfect backups of 
your tape software. 

It is very easy to use and very successful, in fact 
our tests have proved that Doubler can achieve 
100% success. 

ONLY £12.95 


PHYSICAL 


EXAM 


Have you got. . . 

Alignment problems 

If so, you need this package. Contains digital alignment 
disc and drive fault diagnosis software that allows you to 
check and correct head alignment. 

★ CHECKS RADIAL ALIGNMENT 

★ CHECKS SPEED 

★ CHECKS BELT AND CLAMPING 

★ THOROUGH INSTRUCTIONS 

★ INCLUDES QUIET STOPS 

ONLY £39.95 


ORDERING INFORMATION 

ALL PRICES INCLUDE VAT AND FREE DELIVERY WITHIN U K. (Despatch within 24 hours whenever possible) 

By Post HOW TO ORDER By p^one 

Send cheque, P.O., or ACCESS/VISA details to our Evesham address Call our Evesham branch and quote your ACCESS/VISA detai 

EVESHAM MICROS, 63 BRIDGE ST, EVESHAM, WORCS. WR11 4SF 

CALLERS WELCOME Tel: 0386 41989 Telex: 333294 TRADE ENQUIRIES WELCOME 

Also at: 1756 Pershore Road , Cotterldge, Birmingham B30 3BH. Tel: 021 458 4564 

All items subject to availability, E.&O.E Orders from Government and Educational departments welcome. 
Overseas Orders: Within Europe, please send advertised price. Outside Europe, add £2.00 for Air Mail 


By Phone 

Call our Evesham branch and quote your ACCESS/VISA details 


TRADE ENQUIRIES WELCOME 
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Graphic 
Expander 
for the 128 


So you bought a C128 
thinking you’d be able to 
use all those new 
graphics commands? And 
you found out they’ll 
work only in 40-column 
mode. But Horasoft have 
come up with an answer. 
It’s called Graphic 
Expander, it gives you 
13 new commands for 
80-column mode and it 
costs a tenner. 


A fter years of labouring with 
those nasty POKEs in BASIC 2.0 
in order to use the Commodore 
64's hi res graphics screen, it came as 
a welcome relief to use Basic 7.0 on 
| the 128 with its built-in commands for 
graphics. Unfortunately, Commodore 
must labour under the idea that pro¬ 
grammers like a challenge, since the 
commands only work on the 40-column 
screen and the 80-column screen is 
stored in 16K or RAM that doesn't 
! even appear in the memory map of the 
computer! 

If you want to use the 80-column 
screen and display graphics you have 
to either have two monitors, or one 
that can switch between the 40 and 
80 column screen outputs. Or at least 
I that was the case until Horasoft 
released their Graphic Expander 128 
program. 



High Hi-res 

At long last, 128 owners can have true 
640 x 200 hi res graphics, using the 
same monitor output as the 80-column 
text, with no more effort than writing 
a normal Basic program. There are one 
or two limitations, such as only having 
two colours on screen at a time, but 
this is a minor point compared with the 
extra facilities which this package of¬ 
fers. There are only 13 new commands 
(see panel), but as you can see, they 
Your drawing can 
be printed out 

easily to /Jv/ 

Commodore and /// 


cover most of the standard drawing 
commands available on the 40-column 
screen. The syntax is virtually the 
same as the equivalent Commodore 
graphics commands, but prefixed with 
an H. 

One of the most useful facilities is 
the ability to copy the 40-column 
screen onto the 80-column screen us¬ 
ing HL0AD. This means that even if 
you have already written programs 
that use both screens, you can now 
modify them very quickly so that all 
the graphics appear on the 80-column 
screen. In fact it would not be too dif¬ 
ficult to modify the commands 
themselves so that the graphics were 
produced directly onto the 80-column 
screen. 

One advantage of using the Expander 
commands is that they are on average 
four times faster than the equivalent 
Basic 7.0 commands. Although the 
text on the disk sleeve claimed a four 
times speed increase I tend to take 
these claims with a pinch of salt. 
However, in this case they were dead 
right and if you use the SCALE com¬ 
mand in Basic 7.0 to map points from 
640 x 200 down to 320 x 200 then 
the speed increase is nearly seven 
times! 


The second advantage is that if you 
don't need to activate the 40-column 
graphics screen, you save the 8K need¬ 
ed for it; the Expander program only 
using a total of 6K of the 128's 
memory, including variables. 


Hardcopy Prints 

I am sure many people have created 
excellent graphics designs on screen, 
but then not been able to obtain a prin¬ 
tout of all their hard work. Most com¬ 
mercial drawing programs are able to 
print a copy of what's on screen, but if 
you are writing your own programs it 
isn't so easy. The HC0PY command is 
what you have all been waiting for! 

Not only can you now do hi res 
screen dumps from the 80-column 
screen, but by combining HL0AD and 
HC0PY you can also dump any 
40-column screen as well. The screen 
dump works with the MPS 801/803, 
or any graphics printer (such as an Ep¬ 
son) with a suitable interface. 


Demo Programs 

The disk sleeve is the manual, just giv¬ 
ing the syntax of the commands. 
However, there are a number of demo 
programs also contained on the disk. 
Some of the demos are a bit basic and 


most other 
printers 











































Tried and Tested 


r 


the ones that sit there just changing 
the screen colour combinations for 
about two minutes are rather annoy¬ 
ing. Despite that, their main advantage 
is that you can list them and find out 
exactly how to use all the commands. 


good value. The program is available 
through Commodore Dealers, or you 
could get it at the next Commodore 
show in April, possibly even cheaper, 
in which case I suggest you snap it up 
at once. 


graphics screens created by programs 

HBOX 

Draws boxes 

like Print Shop or from Video 

HCIRCLE 

Draws circles 

Digitisers, all of which can make a big 

HCOLOR 

Defines colors 

HCOPY 

Screen Dump to printer 

| The HBOX 

HDRAW 

Draws lines 

I command makes 

HGRAPHIC 

Sets graphic mode 

1 effects like this nice 

HLOAD 

Copies 40-col screen to 

'n 7 easy 


80-col screen 


HPAINT 

Fills area with colour 


HPEEK 

Examine byte in video 
RAM 

difference to the speed of presenta¬ 

HPOKE 

Change byte in video 

tion. Time spent going through the two 


RAM 

main listings (the rest are screen files) 

HRDOT 

Returns pixel status 

will pay dividends in your own 

HRGR 

Returns R6BI chip 

programs. 


register value 


HSCNCLR 

Clears Hi res screen 


This has to be one of the most useful 
programs I have used on the 128. Ob¬ 
viously you won't be able to distribute 
programs written using this, but then 
that has always been the problem with 
language additions. The graphics are 
fast for Basic and no longer do you 
have to keep putting up messages say¬ 
ing 'now switch to 40-column screen'. 

You might think that there is a high 
price to pay for all these goodies, but 
it costs only £10, which has to be 


• Graphic Expander 

• C128 

• Horasoft 

• available from 
Commodore 
dealers 

• Price: £10 (disk) 


In the numbers war you can win with 

Polynomial 

A Computer Aided Analysis Program for the Commodore 64/128 

Polynomial is a self contained menu driven mathematics program which can really 
help you win your war against numbers. Polynomial has been specially written, to 
allow you to play with numbers, draw graphs and investigate mathematical 
relationships. Just look at what Polynomial can do for you: 

1. Solve your most complex equations (max order 99) Polynomial can find Real and Imaginary roots. 

2. Draw graphs of all your polynomial equations. As many as you like all on the same screen. 
Double or single axis plots possible. 

3. Solve those awkward experiments. Plot all your results on the screen. Calculate accurate curves 
based on your data. Full Polynomial graphics available. 

4. Understand Simultaneous equations. Solve 2, 3 or more equations with the help of Polynomial. 

Ideal for GCSE, ‘A’ level and Degree studies. Send for your copy of Polynomial now! 


Write FREEPOST to: 



INSIGHT SOFTWARE 
FREEPOST 
P.O. BOX 27, 
BASINGSTOKE, 
HAMPSHIRE, 
RG224BR 


FOR AS LITTLE AS 
£14.95 YOU GET: 
POLYNOMIAL AND A 
MANUAL SUPPLIED IN 
AN ATTRACTIVE 
PROTECTIVE CASE. 
FREE POST AND 
PACKAGING. 


Insight Software 
Systems Limited 

PLEASE SEND ME.COPY(IES) OF POLYNOMIAL 

TICK AS APPROPRIATE CASSETTE £14.95 

DISC £19.95 

CHEQUE P.O. CU 


NAME . 

ADDRESS 


SIGNATURE. DATE . 

PLEASE ALLOW UP TO 28 DAYS FOR DELIVERY. 


© 













































































































R IGHT, PAY ATTENTION if you .were one of the many hundreds who entered our Starglider competition in 
January hoping to win that ace glider Rainbird were offering. Well the Dep. Ed's done a runner with it. Just 
kidding, of course he hasn't. 

We asked you to identify the nine space ship games pictured in the issue. Most of you were on the ball, but for 
those of you who fluffed it here are the answers. Extra lessons will be mandatory for all those who scored under 
80%. 1, Parallax; 2, Xevious; 3, Uridium; 4, Terra Cresta; 5, Mercenary; 6, Warhawk; 7, Elite; 8, Paranoid; 9, 
Tau Ceti. 

Well done to Space Cadet first class ALAN COOPER of Lymington in Hampshire, you spotted the lot and sneak¬ 
ed out the bag first. A Vortex glider will indeed be winging its way to you. 

Ten second class cadets will receive a copy of the game. Step forward: 


Stephen Martin, Palmers Bull, Sutton Coldfield, West Capell, Oxford; Richard Griffin, James Kent, Ware, Herts; N. D. 
Green, London N13; Ian Carlin, Midlands; Fergal Curren, Co Wollaton, Nottingham; Rufus Meyer, Wightfield, Shropshire; 
Blackheath, Essex; Mathew Dublin, Ireland; Mathew Branston, Bromley, Kent; Barry Markey, Burstow, Sur¬ 
rey. 

Finally Rainbird generously chipped in with 50 balsa wood models to the runners-up, so get your magnifying 
glass out and try and find your name: 


Mark Ferris, Gorton, Man¬ 
chester; Francisco Costa Cab- 
bal, Cascais, Portugal; Court¬ 
ney Blackman, Bletchley, 
Bucks; Peter Russell, London 
f; Andy Dua, Northolt, Middx; 



M. Bell Gam, Balham, London; 
Adrian Pertoff, Walton, Peter- 
borough; B. Clayton, 
Gateshead, Tyne and Wear; 
Ian. A. Rose, Redmile, Notts; 
Karim F. Kassir, Ammin, Jor¬ 
dan; S. A. Subtain, Tooting 
Bee, London; Karl Partridge, 
Swansea; Robert Goodison, 
Oulton Broad, Suffolk; Chris 
MacLean, Helsby, Cheshire; 
Nicholas Dawson, Tunbridge 
Wells, Kent; T. M. Jeffries, 
Asmwater, Devon; Howard 
Glynn, Whitley Bay, Tyne and 
Wear; Chris Payne, Aston-on- 
Clun, Shropshire; Brian Haw, 
Ripon, N. Yorkshire; Jason Per¬ 
ch, Old Basford, Nottingham; 
James Walters, Wokingham, 
Berks; Martin Kinlpch, Tadley, 
Hants; Chris Garbutt, Basildon, 
Essex; Tony Jeffries, Deal, 
Kent; Neil Belfitt, Notts; Brian 


Eke, Brighton; Mark Price, 
Pennard, Swansea; J. J. 
Malinowski, Market Rasen, 
Lincolnshire; Andrew Wood, 
Church End,Essex 
Darryl Webb, Glengormly, Co 
Antrim; Adrian Renouf, Mont 
Des Vignes, Jersey; Jonothon 
Watson, Primerose, Jarrow, 
Tyne and Wear; B. R. Bolt, 
Gateshead, Tyne and Wear; Ian 
Gregg, Lisburn, Co Antrim; 
Stephen Linkson, Ealing, W5; 
Bimal Rathad, Hendon, London 
NW4; Carl Thompson, Hessle, 
North Humberside; Duncan 
Setchfield, Goosetree, Cambs; 
Datton Mason, South Norman- 
ton, Derby; John Slee, Coombe 
Dingle, Bristol; Neil F. Roscoe, 
Chorley, Lancs; Alistair Thian, 
Buckie, Banffshire; Vinson 
Pike, Swindon, Wilts; John 
Green, Jarrow, Tyne and Wear; 


Edwin Hayward, Noord- 
Brabant; Netherlands; Garry D. 
Somers, Doncaster, S. 
Yorkshire; Aniz Osman, 
Leicester; Ian Garrett, 
Bridgwater, Somerset; Alan 
Cooper, Lymington, Hants. 


Murder off Miami 

ur January adventure competition tested you on your knowledge of TV detectives, and most of you found 
the answers elementary. They were 1, Popeye Doyle; 2, Columbo, 3, Kojak. 

We also asked you which detective you could think of would fit well in an adventure. We had some good sug¬ 
gestions including the Pink Panther and Inspector Clouseau, but our favourite was the admittedly rather imprac¬ 
tical suggestion of Dennis Potter's 'The Singing Detective'. An idea which made us scratch our heads. Here is 
the winner CHRIS GARBUTT'S winning entry: 

A classic wisecracking detective with a plot containing spies, mysterious women and comical goons. An ex¬ 
cellent soundtrack, sex, violence and mystery — perfect ingredients for an adventure — am I right or am I right? 
Chris, you are right, and that earns you a whodunnit day in a London hotel. Sounds murderous . . . 

Ten runners ups were: Tim Seabrook of Norwich; John Consadine of Swanland, N. Humberside; Stuart Mitchell 
of Horsham, W. Sussex; Carl Maxwell of London W10; Richard Walker of Sedgley, W. Midlands; William Pratt 
of Exmouth, Derby; Jan Connery of Holland; Andy Meadows of Sheffield; Daniel Bryant of Enfield, Middx and 
Colin Croft of Stockport. 
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21st CENTURY WARRIOR 
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The Apache ... Fierce and elusive tike its warrior namesake * Capable See your software dealer today ^nd become a part of die GUNSHIP 
of defeating enemy tanks, infantry and hostile aircraft on the modern adventure! Challenge the enemy, the sky, and YOURSELF with this 
electronic battlefield. extraordinary simulation. 

Gunship’s revolutionary 3*0 graphics enable you, the pilot, to fly into the GUNSHIP for Commodore 64/128. Cassette £14.95, Disk £19.95 
world s hottest trouble spots ... You’ll use an unbelievable array of high 
tech information and weapon systems, including lasers, video cameras, 
night viewers, radar warnings, jammers, computers, missiles, rocket! 
flares and a 30mm cannon! Successful missions will be rewarded with 
medals and rank promotions. 

Experience the danger and excitement of attack helicopter action . 
your latest adventure in the ever-growing line of MicroProse Simulation 
Software. 



Please send- 


. copy/ies of GUNSHIP CBM 64/128 Cassette. 


Name (Block Caps)- 


_CBM 64/128 Disk, 
_ Address_ 


. Details of the full Microprose range. 


. Postcode _ 


Please debit my Access/Visa Card No. 


r . ... 












L 


L 



Expiry Date 


Cheques payable to MICROPROSE SOFTWARE LIMITED. 2 Market Place, Tetbury, Glos GL8 8DA I enclose 55p postage and packing. 









been torn in two by the quakes leaving a 

? *ant thasM in its wake* Vou also see: 
vii-Lynn. Vou can 90 north. 


The earth traitors More violently. 

> Eft ST 

> SOUTH 

The earth traitors More violently. 
Press any key to continue. 


you see Evil-Lynn you know you're in trouble 



by Keith 
Campbell 



quakes and guards are occupied reMovins 
their steeds to safety. Vou can 90 
north, south, east, northeast. 


) EOST 

that r s not a visible exit. 

*he earth trenors More violently. 

> SOUTH 

> 


MASTERS OF THE UNIVERSE 


but first you will have to find the 
Sword Of Power. 

As He-man, knowing how to get 
into Castle Grayskull (if you don't, 
watch for the hint on the inlay!) will 
bring you face to face with your 
benefactor the Sorcoress, who will 



The earthquakes 
have started, 
so you'd better 
not crack up 


give you a quest. Skeletor (who 
else?) is the one behind the plot to 
ruin Eternia through earthquakes. 
Restore the timelinks, and she will 
give you a weapon capable of 
defeating him. 

Around the castle are some poten- 


US Gold/Adventure 

Soft 

GrA 

Commodore 64 
Price: £9.95/cass 


You've played with the toys, you've 
read the comic, you've watched the 
TV series — now solve the Adven¬ 
ture! Well that's what US Gold hope, 
anyway. 




lb# firth trtNorf kfff violently. 

> mm h 
y mmu 

lb# #ifth trfNprf mop# violently* 

y MC*1 Htm &HCK, 


With roads like this 
digger 

Playing the part of Prince Adam of 
Eternia, you are asked by King Ran- 
dor to seek out He-man, for only he 
can save Eternia from a series of ter¬ 
rible earthquakes. Of course, it is 
not so much a question of seeking 
He-man, as becoming He-man — 


wouldn't mind being a road 

I tially useful weapons, together with a 
number of mathematical and 
horological devices, including a 
Timegate. Because of the dangers of 
a time-continuum accident caused 
by the quakes, this has temporarily 
been out of service. 



So how do you set about your task? 
A few moments reflection will show 
you the way, and soon you will be 
facing the boulder-crunching 
Rockbinder, a nest of scorpions, and 
Mantanna. Choose which form of 
death you prefer! Lucky there's a 
QSAVE and QLOAD feature — 
make sure you use it, then come 
back and try again. 

The fun comes in deciding which 
weapon or object to use. A 
Moleculator seems just the thing to 
deal with Rockbinder, but how do 
you activate it? You'll also be puzzl¬ 
ing your head over the advantages of 
owning a Minus Manacle, and a 
strangely reproducing head, not to 
mention a Wycord. You guessed it — 
the hand of Stefan Ufnowski has 
been at work again here! 

Although there is one picture for 
each location, unlike Kayleth, none 
of them are animated. "There simply 
isn't any space left to do it!" explain¬ 
ed Mike Woodroffe of Adventure 
Soft. With over 80 locations, this is 
not surprising. 

This is no gimmick adventure 
riding on the popularity of Masters 
Of The Universe. It is a full-blown 
mind-bender, written by Mike 
Woodroffe, Stefan Ufnowski, 
Teoman Irmak and Graham Lilley. 
As an enhancement to the 64 ver¬ 
sion, 128 owners well get the same 
game but with augmented text. 

Adventure Soft has done it again! 

Mike Woodroffe has assembled a 
team that seems now to consistently 
come up with intriguing plots, 
devious puzzles, and quick, attrac¬ 
tive graphics. 



Toughness ★★★★ 

Vocab/parser ★★★ 
Overall ★ ★★★ 



























# Adventure 



THE GROWING 
PAINS OF 
ADRIAN MOLE 

Virgin/Mosaic/Level 9 
GrA 

Commodore 64/128 
Price: £9.95/cass 
£14.95/disk 


Adrian Mole is growing up! He's now 
almost 15, and determined to get 
Grade 'A' passes in his 'O' Levels, 
and to stop worrying about the size of 
his thing. 

Following on from the outstanding 
success of 'The Secret Diary', comes 
'Growing Pains'. Again written by 
Level 9, it is published by Virgin 
rather than Mosaic, who produced 
it. The switch was rather sudden, just 
prior to release, and to avoid delays 
whilst Mosaic were in the midst of 
changing their distributors. 

I have classified this piece (I 
hesitate to call it a game) GrF — 
Graphic Fiction rather than Adven¬ 
ture. So what is it doing appearing in 
The Valley? Adventure games are 
also known by the term 'interactive 


Mars bars for 
Mole — his dad 
gets a job 


Mole shows great 
political awareness 



Here h 22 n<t. 

ilfeich of the following sfiol I I do? 
i> cuoose the french Horn; 

£> choose the CuphoAiun # 

|> choose xue Cornet. 

I choose the Cornet. It is snail and 
f«y to c arfy . 

rr»doe florch 2Stt>. 

< t f t > 


Questions usually 
have three options 


meaningful than those of the Secret 
Diary, which seemed to be more a 
series of montages of associated ob¬ 
jects. Here they are well linked in to 
the current topic under discussion. 

Growing Pains is so full of text that 
it comes in four parts, all recorded 
on both sides of the tape. To play 
through the game, you simply leave 
the tape in the player, and when 
prompted, the next part will start 
loading. 

If you are a Mole fan, you will not 
want to miss this. I found it much 
funnier than the original Secret 
Diary. 


fiction', and this, Growing Pains cer¬ 
tainly is. 

The text narrative takes the form of 
entries into the famous Diary, and 
every date is in there, complete with 
typical information such as 'Full 
Moon' and 'Sexagesima Sunday'. 
Every so often, the 'player' is 
presented with a choice of three op¬ 
tions for Mole, and the choice affects 
the further course of the narrative, 
and the score. 

Someone has drawn a moustache 
and scrawled "3,000,000 
unemployed'' on the headmaster's 
photo of Thatcher. He summons the 
school to an assembly, and an- 



ftvttt ipu GriiAt. r oun4 ny f I thff 
watchtAf ri*y 

t»# #r§ acorn strewing into an oak, Men 
to bP«f too shoe to ftpoak, 

Saturday Harth 13tk. 

Mov Mihoc boon ronaneo 
Seitaf ititf, 1 thank they should r#i»4 

the Lake district the Leak Oi strict. 

Saturday Kart h ?9tK OtRHfU EQUlftOX. 
Mother # s bay toatoreew. I don t know 

(Shi ft 


Your progress is displayed as a percentage 


Random features mean each game will be 
different 



nounces that everyone's hand 
writing will be tested. Shall Adrian 
(1) Take the test; (2) Write with his 
left hand; (3) Stage a protest? 

There are random features in the 
program, so that each time you play 
any part through, it will vary. The 
object is for Adrian to impress peo¬ 
ple, and become as popular as possi¬ 
ble with everyone. Your progress 
towards this goal is automatically 
displayed every now and again, 
together with a judgement on 
Adrian's current status, such as 
'Namby Pamby Schoolboy'. 

The graphics are somewhat more 


Graphics 

★ ★ 

Sound 

n a 

Toughness 

n a 

Vocab/parser 

n a 

Overall 

★ ★ ★ ★ 















































BELIEVE ME...THERE IS ONLY OME WAY TO BEAT THE 



OOR ENEMY! 


I took on the Mutants knowing I was 
armed to the teeth with missiles, mines 
torpedoes and more 


I could even choose , 

where I wanted to fight! how could I loose? — mmm ~r \ & - 

■' ...how DID I loose? I've never seen anything __ J flfjj 

ike it... they came at me in droves, in swirling___ 

gases, in forms spinning a deadly gossamer and there were more to 
come. I know now that one form of Mutant will never escape a well 
planned pattern of mines. It's just the beginning... but I must build 
the ultimate weapon or I'll NEVER be rid of them all! 


COMMODORE 


Ocean Software Limited 
6 Central Street • Manchester M2 5115 
Telephone: 061 852 6655 Telex: 669977 








# Adventure 


comment 

l+AMPBELL’S 


A plea about 
puzzles 


I n the beginning there was a 
Cave. Descending into this 
awesome complex of unlit 
underground chambers was a new 
experience for many a player, since 
the like of it had not been seen 
before. The very first players were 
those select few who had access to an 
IBM mainframe. 

Cave was not an easy adventure, 
especially to those early players, 
who had no adventure 'experience'. 
But they, in the main, were program¬ 
mers, whose stock in trade is logical 
thinking, and a great deal of pa¬ 
tience. 

Adventureland was the first 
adventure of note to be written for a 
micro, and now the game-form was 
about to hit a much wider public. So 
it was deliberately designed to wean 
the player into Adventure, with 
plenty of clues and HELP messages 
scattered around. 

With the development of cheap 
hardware, the presentation of adven¬ 


ture games has evolved and become 
diverse. And so too has the degree of 
difficulty of the games. But an 
adventure can be difficult in more 
ways than one. 

Firstly, there's the puzzles 
themselves. They are what the game 
is all about — but can they be solved 
by a reasonably intelligent player? 
Everyone has his blind spot 
somewhere, and there is nothing 
worse than an adventure with a 
brain-blower for an opener that locks 
the player into the first location, 
unable to access any more of the 
game. 

Unfortunately, there has been a 
definite tendency to move away from 
any form of inbuilt HELP messages of 
late. All too often one gets a WORK 
IT OUT FOR YOURSELF MATE, or 
words to that effect. Ah for those hal¬ 
cyon days of such cryptic gems as: 
READ THE SIGN IN THE MEADOW 
— which the player had already 
done. But of course he had either 
forgotten about the sign, or had not 
realised its full significance. Now it 
is positively pointing the way, but he 
has still got to think out the answer. 

The second contributor to the dif- 



VALLEY 


ficulty of adventures is vocabulary 
— or lack of it. This is not what 
adventures are supposed to be 
about. An inadequate range of 
recognised vocabulary, with few or 
no synonyms provided, can turn a 
solved problem into a frustrating 
battle. You know how to kill the 
Oomigooly bird, but the words to 
achieve its demise seem to come 
from a different version of the 


English language to the one you 
speak. 

This problem can be compounded 
if a complex parser gets into the 
wrong hands. Thankfully, most soft¬ 
ware houses who have developed 
their own complex parser, have the 
good sense and intelligence to feed it 
with (nearly) all the words likely to ^ 
be used by the player. But take a lift 
with an open trapdoor in its ceiling, 



oi two aliens on a 
secret mission to Earth 

If his partner doesn’t kill him first, he might survive life in 
New ¥ork City Read... 

THE ENEMY WITHIN 

“MISSION EARTH” Volume 3 by 

L. Ron Hubbard 

XSx £10.95 Buy it Today 

U| M Available through W H SMITH 
” and all good bookshops 


5 1986 by New Era Publications (UK) Ltd. 


new*era 


MEGASAVE FANTASTIC SAVINGS 


Johnny Reb II 

Fist II...7.50 

Dan Dare.7.50 

Strikeforce Harrier.7.50 

Supercycle.D1 7.50 

Uchi-Mata.D3 7.50 . ... 

Great Escape.6.75 Super Hughey II D1 7.50 Sitzkrieg 


Mag-Max 

Bazooka Bill. 

Top Gun. 

Cobra. 

Breakthru. 

Gauntlet. 

Hardball Maradonna 


. 6.75 
7.50 


Starglider.D4 12.50 Tomahawk.. 


Headcoach.7.50 

6.75 CopOut.6.75 

.6.75 Jail Break.D1 6.75 

D1 7.50 Xevious.D1 7.50 

Scooby Doo.D17.50 Scalextric 

Labyrinth.D1 7.50 Nemisis. 


. Dl 7.50 
5.95 


Big Trouble in L. China. 

Short Circuit. 

Death or Glory. 

Deep Strike. 


MAIL ORDER ONLY 

Elite..Dl 11.50 Racing Destruction Dl 9.75 Dandy.Dl 7.50 

Dragons Lair II.Dl 7.95 Yie Ar Kung Fu II.Dl 6.75 Boulderdash Con. Set.Dl 7.50 

7.50 Solo Flight II.Dl 7.50 Shock Absorber.D3 6.75 

Leaderboard.Dl 7.50 Sacred Armour. 7.50 

1942 .Dl 7.50 Hypaball.7.50 

Durrell’s Big 4 .7.50 SAS Strikeforce.7.95 

Double Take.6.75 Last Ninja.7.95 

Marble Madness.6.75 .Dl 7.95 

Dl 7.95 
. Dl 7.95 
. Dl 7.95 
6.95 

6.95 

7.95 
7.95 

_ . Dl 6.95 

Dl 7.50 T*e-8afd : s^e^ 

Mutants.6.95 

. _ r _ y .. 10 Frame.Dl 7.95 

Retinal.Dl 7.50 Silent Service.Dl 7.50 Elevator Action.6.95 

Knuckle Busters.Dl 7.50 Tai Boxing.7.50 Vikin 9S.7.95 

Destroyer.Disk only 12.50 Movie Monsters.7.50 The Double.8.95 

Champ. Wrestling.Dl 7.50 Infiltrator.Dl 7.50 Deeper Dungeons.4.95 

D3 7.50 Trivial Pursuits.D412.50 Superbowl Sunday.7.95 

.7.50 Avenger. 7.50 A P ache Gunship.D412.95 

Dl 7.50 Art Studio.12.50 AgentOrange.6.95 

... 19.95 Footballer of the Year.7.50 

7.50 Shaolins — Road.Dl 7.50 

.7.50 £ffeterd.D3 6.75 Shanghai 

6.75 Bismark. Dl 7.50 Terrors of the Deep 


Masters Universe Adv.D17.50 Ikari Warriors 

Judge Dredd.7.50 Arctic Antics.Dl 7.50 

Sky Runner.D3 7.50 Paper Boy.Dl 7.50 


Twice Shy.. 

America's Cup. 

They Stole A Million.. 

Altered Ego (disk). 

VeraCruz. 

Sold A Million III. 

Terracresta. 


Konamis Arcade Hits.Dl 7.50 Ace of Aces 


Raid 2,000.D3 7.95 

Dodgy Geezersy.6.95 

7.95 
7.95 


Hot Wheels . 

Aliens. 

Trap Door. 

Rogue Trooper . 

Strikeforce Cobra. 

Glider Rider. 

Lightforce. 


Dl 7.50 Bf lan Clough Football.. 

. 7.50 Vietnam.Dl 7.50 Express Raider. 

. 7.50 Future Knight.Dl 7.50 Chameleon. 


5.95 Jewels of Darkness... 

6.75 
6.75 
6.75 
6.75 


12.50 


World Games.Dl 7.50 

Kayleth.7.50 


Leviathan.. 
Bankok Knights.. 


D4 12.95 
... Dl 7.95 
... Dl 7.95 
... Dl 7.95 
7.95 


Bombjack II.Dl 7.95 


Hit Pak.Dl 7.50 Leaderboard Exec Edit.... Dl 7.95 

Space Harrier,.Dl 7.50 Fi eld of Fire.Dl 7.95 

Postage included U.K. Please state which micro. Fast Service 
Free list Amstrad Cl6 MSX 

D = Disk Available. Dl @ 12.95, D3 @ 10.95, D4 @ 17.50 
Send cheque/PO to: 

MEGASAVE, Dept, CU 

49H Sutherland Street, Victoria, London SW1V 4JX. 


































































































and a multi word parser, and would passage could be 'marked' by dropp- 

you hit upon the required phrase to ing an object in it, thus making it 

escape, in less than five attempts? unique, and eventually enabling the 

(See solution at end.) This actually maze to be mapped. That's fine first 

appears in a game called After- time around, but once you know the 

shock, happily not available for any secret, a maze becomes a frustrating 

Commodore machine. waste of time, with little reward in 

And finally, back to the Colossal terms of problemsolving. 

Cave. In it, there are two mazes, So here are some thoughts for 
cunningly disguised so that the those given to writing adventures. By 
unobservant may even think they all means make the puzzles difficult, 

were one and the same. A but do allow for players not quite on 

humourous illusion this: a maze of the same wavelength as yourself, 

twisty passages all the same; and: A Give a bit of help and encourage- 

maze of twisty passages all different. ment. Use everyday words and 

The results are the same whether the phrases, provide plenty of alter- 

passages are different or not - it is natives, and do not insist on a six 

impossible to distinguish one from word command where two words will 

an °*^ er - do. And PLEASE — no more mazes? 

The author's motive in including (The way out of the lift, is: "Climb 
these, one suspects, was to test the out of lift." All four words must be 
player's ability to discover that a supplied.) 



MASTERS OF THE UNIVERSE; 
Examine the people and the posts! 


MINDSHADOW: 

On the ship, drop the anchor and walk the 
plank. 

TEN LITTLE INDIANS: 

Don't try to leave the train at the wrong 
station. 

QUEST FOR THE HOLY GRAIL: 

To get past the knight who says "Nic" you 
must GIVE KNIGHT SHRUBBERY! 

CASTLE OF TERROR: 

Throw the rope to cross the pit. 

THE BOGGIT: 

Latin lights the way past the trolls. 

THE PAWN: 

If the key-shaped recess is empty, you aot 
there too late! 

HULK: 

The noun and verb in a strange message, 
should be uttered before going underground. 

LEATHER GODDESSES OF PHOBOS: 

One wife is more equal than the others . . . 

WISHBRINGER: 

Move a picture to escape the tower. 



in THE LBB8Y BE THE HOTEi 

phcme booth to veylr eIst 


a 


omment 

’AMPBELL’S 


Better make that call, but have you got a dime? 


A CLOSER LOOK AT . 
JERUSALEM 


M aria Scott was recently 
reported as having trouble 
with a ruby coloured but¬ 
ton. Thanks to Brian Woolley of 
Walton in Liverpool, here is the way 
out. 

First you require the spectacles 
from the top of the western wall, 
reached by going up at the under¬ 
pass. Go to the synagogue in the 
Jewish quarter, and wear the spec¬ 
tacles. This will reveal a hidden 
room. Enter the room, and move the 
table. Go down the hole underneath 
it, and unlock the door using the 
keys found in the street. Explore for 
further treasures, but do not go south 
at the shores of the Dead Sea, or you 
will be killed! 

There is a ruby ring on the top of 
the mountain overlooking Jerusalem, 
and this is required to work the ruby 


button. To return to Jerusalem, go 
back to the underground door and 
say "Amen." 

At the golden gate, wear the ring 
and touch the button. . . 

Thanks a million, Brian, for such a 
concise answer to this problem. 


GET OUT OF 
THAT! 


S ince mazes are up for discus¬ 
sion this month (see Camp¬ 
bell's Comment) what is the 
best way to map one? 

In an adventure maze, the location 
descriptions are identical, making it 
impossible for you to know whether 
you are revisiting a location, or mov¬ 
ing into a new one. Moving in the op¬ 
posite direction from which you've 
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# Adventure 


just come (eg: E, W) does not 
necessarily return you to the same 
location. You soon lose all track of 
where you are in relation to the exit. 

The method of mapping a maze is 
simple when you know how. Carry as 
many objects as you can into the 
maze with you, and each time you 
move to a new location, drop one. 
The location is then identifiable by 
the object within it. As you draw 
your map, instead of marking all the 
rooms 'twisty passage', you can now 
name them by the objects: WICKER 
CAGE, BLACK ROD, COINS, etc. 

Your map can now be drawn, but 


there are a couple of snags you may 
come up against. Mazes typically 
don't follow normal topology, that is 
to say, by moving east, you may well 
land in a room that was originally 
plotted to, say, the northwest. 

Going east then west, will not 
necessarily take you back to where 
you started and so the map may 
eventually become a tangle of lines 
with arrow heads. 

A more effective method to chart a 
maze, is not to draw a map at all, but 
to compile a table of exits and 
destinations. Assuming that there 
are 10 possible directions for move¬ 


ment (N, S, E, W, NE, NW, SE, SW, 
U, D), set up 11 columns, one for the 
location description, and one for 
each possible direction. 

Having moved into location 1 in 
the maze, drop an object (say 
WICKER CAGE) and enter 
WICKER CAGE in the first row 
under location description. Now take 
any exit (say E), and drop another 
object, say COINS. Enter COINS 
alongside WICKER CAGE in the 
column under the direction in which 
you moved. 

Continue in the same way, and on 
finding yourself in a previously 


visited location, choose an exit 
whose entry for that location is 
blank. The result will be a nifty little 
reference table. 

The second snag is that before you 
find an exit, you may hit more rooms 
than the number of objects you are 
able to carry. So make sure you have 
saved your position just prior to 
entering the maze, and reload that 
position. Off you go again, this time 
taking different routes so as to fill in 
the blanks in the table. 

When fully charted, you are ready 
to start the game afresh, and race the 
maze with confidence! 


MORE TROUBLES IN 
THE VALLEY 



E very month, inevitably, The 
Valley receives letters from 
adventurers who are tearing 
their hair out over a problem, but 
who we are unable to help. J. Jenn¬ 
ings was one such, finding little 
treasure in Treasure Hunters. And 
every month, after reading such 
pleas for help, readers send in their 
solutions. Tracy Strange wrote to 
help Mr Jennings, with the following 
advice: 


Get the bottle, go to the river and 
fill it, and then throw the bottle in the 
cave, where the flames are coming 
out of the pit. That should solve your 
problem. 

Matthew Burland of Brighton is 
lost for words! He can't work out 
what he needs to type to get the key 
from the lock, in The Secret Of St 
Bride's. This is the age old problem 
with the usual solution. In fact, it's 
been used before, and more elegant¬ 


ADVENTURE CHART 



1 

Dracula CRL 

2 

Silicon Dreams Rainbird 

3 

Vera Cruz Affair Infogrames 

4 

Jewels of Darkness Rainbird 


5 

Bards Tale Ariolasoft 

6 

Bugsy CRL 

7 

Inheritance Infogrames 

8 

Boggit CRL 

9 

Price of Magik Level 9 

10 

Pawn Rainbird 


ly, in Zork 2, and Asylum, to name 
but two. 

In St Bride's, though, it is the wor¬ 
ding required that spoils the pro¬ 
blem, and makes it tricky, even if 
you know the basic method. The 
solution relies on the word USE, 
which is explained on the cassette in¬ 
lay (you HAVE got it, haven't you 
Matthew?) The key is in the lock on 
the opposite side of the door, and to 
get it you must USE NEWSPAPER, 
UNDER DOOR, USE PENCIL, and 
then PUSH the KEY. 

Henry Fong wrote from Liverpool 
with an almost complete solution of 
Castle Of Terror. The clue in the 
Rescue Service box, should help Tim 
Phelan, who is still, presumably, 
carrying around the fair maiden, 
unable to cross the pit and cart her 
off, out of the castle. 

Henry's letter raises, once again, 
the big problem in this game — kill¬ 
ing Dracula. The general concensus 
is that the stake is made by breaking 
the spear, but who knows exactly 
how to do this, and why, sometimes, 
it doesn't seem to work? 

If you are stuck in an adventure, 
don't forget that The Valley Rescue 
Service is here to help YOU! Send 
your problems (and clues, if you can 


help out another sufferer) to me at 
Valley Rescue, Commodore User, 
Priory Court, 30-33 Farringdon 
Lane, London EC1R 3AU. At this 
end, we (that's Daniel Gilbert, 
Adrian Bott, Paul Coppins and 
myself) will come up with an answer 
if we can. Either way, we'll get back 
to you, even if it's only commisera¬ 
tions, or a 'Thank You' for helping 
with a problem. 

NEWS 

With the release of Masters 
Of The Universe behind them, 
Adventure Soft will be following up 
with the long awaited Temple Of Ter¬ 
ror, and Sword Of The Samarai, 
both from the fighting Fantasy series 
of books. 

The future does not look 
bright for The Story Of The 
Amulet adventure, based on the 
book by E. Nesbit. Planned for 
release this summer, Mosaic 
Publishing report that there is no 
sign of the game from The Ram Jam 
Corporation, commissioned to write 
the game. 



































Dan Gutman, our man £ 
on the Hotline phone, 
took a break last month 
and trecked down to 
Pennsylvania. Where? 

That’s where 
Commodore 
International lives. And 
Thomas J Rattigan, 
Commodore’s President 
and Chief Executive 
took time out from the 
Big Chair to answer a 
few questions. 







O ne thing stands out when you walk into Tom 
Rattigan's office — no computer . The only sign 
that the office belongs to the president and chief 
executive officer of Commodore International is a 
preliminary sketch of the new Amiga laying casually on 
the couch. It's then you're reminded that nobody else in 
the world has the final word on the design of that 
machine except for Thomas Rattigan. 

"I never got beyond the slide rule/' admits Rattigan. 
"Calculators were the next generation, and computers 
were the next, so I'm sort of two generations behind." 

He wasn't brought into Commodore in April of 1985 for 
his computer expertise. You don't become a hi-tech 
expert by spending eight years at General Foods and 14 
years at Pepsi, even if you did get your MBA from 
Harvard. Rattigan was brought in for his business savvy. 
Commodore had lost over 200 million dollars in two 
years, and a pretty sharp businessman was needed to 
turn things around. 

While other companies have evangelists boasting 
about how their computers are going to someday change 
society, Thomas Rattigan is most comfortable talking 
about the bottom line. When Rattigan talks, he ticks off 
his points one at a time, in order, almost as if it's a verbal 
outline. It almost doesn't matter if he's selling cases of 
Pepsi, boxes of cereal, or Commodore 64s. What's 
important is tnat he sells them. If they don't sell, 
something is wrong, and he's going to fix it. 


tially less than that, about half. 

D.G.: What about the "Big 
Amiga"? 

T.R.: Number one, it will be truly an 
expandable box. It will be a multi- 
slotted, multi-drive machine and it will 
have instant IBM compatibility if you 
so choose. The little Amiga is more a 
consumer machine. The other 
machines will be a high end machine 
for business and a work station. It will 
have that kind of potential. 

D.G.: A lot of people think the 
Amiga would be a terrific home 
machine, but Commodore seems to 
position and price it as a business 
computer. Which is it, a home com¬ 
puter or a business computer? 

T.R.: I don't think we've positioned it 
as either. 

We think Amiga is an economical 
alternative for somebody at home who 
casually wants to use IBM programs. 

I think the price confused a lot of 
people. People sort of mentally walk 
around and think home systems are 
under a thousand dollars and business 
systems are over a thousand. There 



Tom Rattigan, Commodore’s President 


D.G.: What are Commodore's plans 
for Europe this year? 

T.R.: Europe as a chunk is our big¬ 
gest piece of business. We've been 
much more successful there. Europe is 
very, very important for us, and has to 
continue to be. 

D.B.: What' the future for the C64 
line in England? 

T.R.: It's alive and well. In England 
there's been a real shakeout going on. 
Amstrad has done a good job taking a 
slice of the market, particularly in the 
U.K. France and Spain. With over six 
million 64s out there, and a million 
128s, it will continue to be the most im¬ 
portant single entrv we have in our 
mix, declining over time. But I think 
it's going to be a lot of years before it's 
less than 50% of our total sales. It's got 
too much going for it. 

D.G.: How close was Commodore 
to going out of business last year? 

T.R.: I guess that depends on your 
perspective. Close is a funny word. If 
you're running along the edge of a cliff 
and it's a thousand feet down, I guess 
you would find that was close. I don't 
consider it close until you start falling 
off the edge. We didn't fall off the 
edge. We may have gotten close to the 
edge. 


D.G.: How about an in-depth look 
at the new products Commodore has 
planned for the future? 

T.R.: What we are doing is the con¬ 
tinuation of what we've done in the 
most recent 18 months. From March to 
December 1985, we introduced five 
new products: The 128, the 128D in 
Europe, the PC-10 and PC-20 IBM 
compatibles, and the Amiga. This 
quarter we've got another new product 
we're launching, the PC-18 product in 
Europe, and two new Amiga products 
that we think really take advantage of 
the technology and are going to be red 
hot machines for us. 

D.G.: Are you talking about the 
"Little Amiga"? 

T.R.: That's one of them, yes. The 
machine will be based on existing 
Amiga technology. It will be totally 
software compatible, with 512K 
memory versus the existing 256, and it 
will be more competitively priced. 
We've got a library of 300 Amiga soft¬ 
ware titles now, and it's increasing on 
a weekly basis. We expect to do very 
well on that product. 

D.G.: What does "more com¬ 
petitively priced" mean? 

T.R.: Well, the Amiga was introduc¬ 
ed at $1295. This one will be substan- 


tends to be a lot of biases and attitudes 
as to what a machine is. We still 
believe the potential of the machine is 
absolutely fantastic. I don't think we 
did as good a job 3s we could in aler¬ 
ting the consumer as to the specific 
benefits of the machine. But we'll make 
up for that. 

D.G.: We all know about the com¬ 
puter industry Catch-22. A computer 
doesn't sell until there's a good 
range of software, and there's usual¬ 
ly no software until the computer 
sells. Isn't it infuriating to you when 
software publishers say they're go¬ 
ing to wait until the machine is 
successful? 

T.R.: Well, I don't know if it's in¬ 
furiating. They have businesses to run 
too. It's not three guys in sweastshirts 
in a garage anymore. They've got 
obligations to themselves and their 
shareholders. 

D.G.: What's the software com¬ 
munity doing with the Commodore 
128 and Amiga? 

T.R.: For the most part, the people 
who have written for the C64 are the 
same people who are writing for the 
128. By the end of 1986 we had sold in 
the range of a million 128s, which pro¬ 
bably makes it the fourth or fifth most 
















popular computer in the world in the 
last fifteen months. A lot of that's 
because you've got three distinct 
operating system — Commodore 64, 
128 and CP/M. CP/M is not that impor¬ 
tant in America, but in Europe there is 
an advantage, particularly in 
education. 

In terms of the Amiga, the 
December quarter will be our third 
straight profitable quarter, and I think 
the software community is seeing that 
we're going to be around for the long 
haul. Initially there was reservation on 
the part of some people as to, "Is this 
company going to be around next 
year?" 

D.G.: What do you think is the 
most exciting program for the 
Amiga? 

T.R.: Probably the stuff that Elec¬ 
tronic Arts has done. I really think 
Deluxe Paint is good, because it plays 
to the strength of the machine. Of 
course, you've got another group of 
people that go crazy over Marble 
Madness. Beauty is in the eye of the 
beholder. 


D.G.: There's been some criticism 
that it was pointless to take the 
Commodore 64, wrap a new "skin" 
around it, and call it a Commodore 
64C. Did you do it just for 
appearance? 

T.R.: No, that's not the only reason. 
There was a fair amount of internal 
debate over the design. Some people 
felt it was the Volkswagen in the line, 
and look what happened to 
Volkswagen when they fooled around 
with the Beetle. It was not a decision 
that was casually arrived at. There 
were some fairly heated discussions. 

With the launch of the C128, where 
the configuration of the computer and 
colour is different and there is an 
overlap on peripherals, it made sense 
to go with something where the ap¬ 
pearance was compatible. I think 
you've got to give people an oppor¬ 
tunity so they don't have a black 
monitor, a green CPU, and a red disk 
drive. 

D.G.: What's your response to 
people who say there's no such 
thing as a home computer market? 


talks 


interviewed 


D.G.: Why do you think the Com¬ 
modore 128 is a success and the 
Commodore Plus/4 was a failure? 

T.R.: first, the industry was in the 
process of hitting a stone wall at the 
time the Plus/4 was released. 
Everybody and their brother was going 
out of business. Point number two, it 
was not compatible with the Com¬ 
modore 64, which looking back with 
the benefit of hindsight would indicate 
it was a mistake.Thirdly, it did not get 
the support of the software community 
to the extent it should have, given the 
strength of Commodore at that time. 

So we launched the machine in that 
environment and really got clobbered. 
Whoever made that decision, I'm quite 
sure if they had it to make over again 
would make another one. 

D.G.: Commodore sold about a 
million 128s in the first year. How 
about some worldwide total sales 
figures of your computers? 

T.R.: In the last two years we have 
sold about two and half million 
machines on a fiscal year basis, so it's 
five million machines. In the most re¬ 
cent fiscal year we sold just a tad 
under two million C64s and 128s. The 
balance of the line made up the re¬ 
maining 600,000 or so machines. 



T.R.: I don't know. Based on the 
numbers I see, there were 2.7 million 
computers sold into the home in 1985. 
There were 3.5 million in 1984, a 
twenty-five percent decline. My God, 
the world's ending! 

Sure, the industry hit a plateau, but 
it was also going through a tremendous 
shakeout period in 1984 and 1985. I 
think the home market is alive and 
well. 

D.G.: Why does the industry con¬ 
sider the home computer a dirty 
word? 

T.R.: Because so many people got 
killed who went into business in it. 

D.G.: Who's your biggest hero in 
life? 

T.R.: Batman. No, no, I don't think 
there's any such thing as biggest. I 
think during your life you meet a whole 
series of people who, at various times, 
you admire and respect for different 
reasons. A lot of that's associated with 
your own development and maturity. 
The answer at 18 is different than the 
answer is today. 

D.G.: So what's the answer today? 

T.R.: Oh, I don't know, I guess my 
grandaughter. 

D.G.: What would you do it your 
grandaughter brought home an 


Atari ST one day? 

T.R.: First of all, it would be pretty 
tough for her to carry, because she's 
only 14 months old. Point number two, 

I think I'd probably send her off to 
have her I.Q. tested. Hopefully, we're 
smart enough so she wouldn't make 
that mistake in terms of what we have 
to say about our products. 

D.G.: Where do you see Com¬ 
modore in five years? 

T.R.: I would love to meet the guy 
who could tell me. You're really talk¬ 
ing about 50% of the life span of this 
industry, when you think about it. I 
think it's going to be as unpredictable 
as the last five years. It's going to go 
through tremendous emotional highs 
and lows. There are going to be a 
whole bunch of people who are going 
to be proven right and wrong. 

The important thing is there's an 
underlying growth in the industry. 
There is a base of people now who 
have become computer literate. Peo¬ 
ple are trading up to new systems, ex¬ 
panding, replacing, and buying more 
computers. 

On the other hand, the industry still ] 
doesn't have its act together in terms of | 
why people should use these things. | 
You've got 15% household penetration | 


in the U.S. That means in the great un¬ 
washed masses out there, 85% have 
not been convinced of the benefits of 
owning a computer. So you've got this 
schizophrenia going on, and that will 
shake out over time. 

What you're going to have in time is 
one generation graduating into the 
next. That is going to give the industry 
a hell of a boost in the 1990s, because 
kids are comfortable with the darn 
things. When it comes to teaching a 
language, teaching a kid to ski, or get¬ 
ting involved with something 
mechanical, the younger they are the 
better they are. Because they're not 
afraid to make mistakes. As you get 
older, people want to avoid making 
mistakes. They don't want to mispro¬ 
nounce a foreign word. They don't 
want to fall down on the slope. 

D.G.: What's your mental associa¬ 
tion to the words "Jack Tramiel", 
who founded Commodore and now 
heads your biggest competitor? 

T.R.: None. None whatsoever. If he 
were sitting here, it would be the first 
time I ever met him. No, I never met 
him. He smoke cigars, so he can't be 
all bad. 



i 

















Duck 


Play to WIN 



Y ou start at south-west 
of the island. The first 
thing you must do is 
pick up the Jet-pack. Go 
west until you reach a patch 
of quicksand, jump over it 
(this is done by rapidly 
pressing fire). You will then 
see the Jet-pack at the top of 
the screen — pick it up. 
Then walk north and cross 
the water, go the way that 
the dotted line is marked on 
the map. 


Once you're on the top 
island follow the line on the 
map. Be careful as you will 
encounter three mutant 
bases before you have to 
cross the river again. As 
soon as you are across you 
will pass another base and 
then further along another. 
Cross the river again and 
you will encounter another. 
Cross back and there will be 
two bases, kill these and 
then jump the quicksand, 
there is one more base 
before you reach the bridge. 
Cross the bridge but be 
careful and stand in the 
middle as boulders will 
tumble toward you. There is 
one more base to kill before 
you are transported to the 
glider. 


The glider is extremely 
tricky to control. The object 
is to fly over the volcano, 
where you will parachute in. 
The problem you have to 
face in the glider is the time 
it takes to master the 
controls. 


Once inside you will be 
given a missile launcher. 

The object of this part is to 
kill the Dark Overlord and 
de-activate the volcano. To 
get to the Dark Overlord you 
have to cross a bridge. At 
the end of the bridge you 
will meet the Dark Overlord, 
who gives you an extremely 
warm welcome in the form of 
lightning bolts. Kill him and 
switch off the volcano. 



S - Start J~ Jetpack M- Mutant Base&g 


by Ferdy Hamilton and Kevin Davis 
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Play to WIN 


Send your pokes, tips, maps etc to: Play 
to Win, Commodore User , Priory Court, 
30-32 Farringdon Lane EC1R 3AU. 
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Play to Win 




KHUCKLEBUSTERS 



Play to WIN 


Send your pokes, tips, maps etc to: Play 
to Win, Commodore User, Priory Court, 
30-32 Farringdon Lane EC1R 3AU. 
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Play to WIN 



BONUS LEVEL 1 


Avoid it! 
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Try working out a 
route with the 
following distances 
below. I'm not 
telling you 
everything! 

Normal 

Sideways 4 

Forwards 3 

Backwards 1 

Booster 

Sideways 7 

Forwards 5 

Backwards 2 

These are max. 
distances that the 
ball can travel 


Mountains — 
cannot be passed 
over 

Steer around 
mountain with aid 
of booster 

Bad question mark 
(green always) 

.Empty space — 
Death 

Good question mark 
(red always) 


Booster (red always) 


Land (red always) 


Death 

* IMPORTANT 
NEVER GO OVER 
THE WORD 
START' 



Dirty trick — death 
— avoid 


Massive Bonus 
Points 

Don't miss 'em 

A few missiles will 
pass on this level 


Try taking the left 
route around this 
big mountain, it's 
much easier, don't 
miss the Bonus 
squares 


A missile will head 
down the screen on 
your lane, take 
evasive action, be 
careful between the 
two mountains 


BY FIKRET CIFTCI 
















































































































































































































































# Play to Winl 

C16 BOUNDER MAP 


Now hit the 3 Goo 
Z's and you're home 
and dry 


Black holes 


From this square 
head for the black 
hole, mind the third 
mountain — 

Get this booster and 
head for the square 
on the far left, the 
attack will stop 


Over here. Stay 
back until you 
smash into the 
second mountain 


Dark area, but still 
death - 


Missile attack-- 

begins here, take 
the left route and 
stay lower down the 
screen 



BONUS LEVEL 4 


Attack lasts from 
PJG to PAT 


□ 


□ 


Itpj- 


BP S || 


Ln_ 


LTL 




Not much to say, 
but very heavy 
missile attack 
downwards, 
sideways and some 
stop in front of you. 
Most attack from 
left of screen, stay 
low down. 


A few bugs or 
mistakes doesn't 
affect the game 


x 


x 




■ ■ 


Dark area 
Death 
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Play to WIN 


Send your pokes, tips maps etc to Plav 
to Win, Commodore User. Pnory Court 
30-32 Farringdon Lane EC 1R 3AU 
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• Play to Win 


Play to WIN 


64 POKES 


HAPPIEST DAYS 


POKE 52949,234 
POKE 52950,234 
POKE 52951,234 
SYS 52744 to restart game 
with infinite energy. 



POKE 22667,234 

POKE 8192,60 

SYS 24575 restarts game but 

you are now invincible 



POKE 15369, 1 to 250 (lives) 
POKE 15377, wave number 0 
to 15 

SYS 15280 restarts game. 


JEEP COMMAND 



POKE 32626,96 

SYS 16384 to restart game 

with more energy. 



Load the game, reset and 

POKE 3740,99 

POKE 5721,238 

SYS 2304 restarts game with 

infinite lives. 



Load game, reset and type 
SYS 2305; RETURN then 
reset again. 

POKE 2513,250 
SYS 2304 restarts game with 
250 lives and you can start 
on any one of 10 levels. 


PHANTOMS OF 
THE ASTEROID 



Load the game and reset. 

The enter these pokes to stop 

all sprite collision yet still be 

able to collect the cubes. 

POKE 30495,173 

POKE 31266,173 

POKE 24829,3 

POKE 22753,96 

Then enter SYS30210 to start 

the game. 



Load in the game and 
RESET, then enter this poke 
to start on any track. Also 
when the poke has been 
entered in the game the 
computer's rider will become 
clumsy and crash a lot. 

POKE 4503,(0-6) 

(Choose tracks 0 to 6) 

Enter SYS4096 to start the 
game again. 


ORPHEUS AND 
THE 

UNDERWORLD 



Load the game then RESET 
and enter these pokes to give 
infinite lives: 

POKE 18870,234 
POKE 18871,234 
Then enter SYS9728 to start 
the game, or enter 
POKE 10118,No of lives 
wanted (1-255) 

Then enter SYS9728 to start 
the game. 

Sean and Adrian Meads, 
Oakley, Hampshire. 


IRIDIS ALPHA 


When the game begins, 
press FI to get into another 
game. Use M and N keys to 
play. If you want to see 
something strange, try 
pressing *! 

Lars-Ruben Hirsch, 

Raholt, Norway. 



For 255 lives, load game, 
press RUN/STOP and RESET 
to get into the monitor. 

Type M1791 
Change 03 to FF 
G16B8 to start game. 

Phillip Lawrence, 

Maidstone, Kent. 


For Turbo-Speed: POKE 
11458,11 

To disable the comets, POKE 
11560,96 

After this, to start the game, 
type SYS 10240. 


SPLIT 

PERSONALITIES 


To be able to get on to any 
screen, load the game and 
press RUN-STOP and 
RESET. 

Type A 420E LDA 
#$00-99 (depending on 
which screen you want) 

G 137E to start the game. 
Kevin Cave, 

Strathclyde. 



Enter monitor 

(run/stop/reset) then type X 
(return). 

POKE 7694,255:SYS4112 
When the helicopters are 
removed the task of clearing 
the 12 screens is very easy. 



For 20 lives: You must follow 
these instructions carefully. 
In Novaload games there is a 
five second pause when the 
border goes grey, before a 
game runs. When this is 
present (ie, when the game 
has loaded and border is 
grey) press RUN-STOP and 
RESET. This will get you into 
the monitor. 

Type X to get into Basic, 
then POKE 10809,20 
(RETURN). 

20 lives is perfectly 
adequate, any more causes a 
mess. 


Hold down RUN/STOP, 
RESET and type the 
following: 

> 1A36 EA EA EA for 
infinite lives 

>2075 EA EA EA for infinite 
smart bombs 

Alternatively, enter Basic by 
typing X when in the monitor 
and type: 

POKE 6417,(0255) for 
required number of lives 
POKE 6453,(0255) for 
required number of smart 
bombs 

POKE 6448,(099): 
POKE6466,(099) for starting 
level 










































REPEL THE DOPPELGANGER WORLD OF ANTI-MATTER 


wo worlds - the mirror image of each 
other, touch in space through a 
Time-Warp. 



ne is positive, good, familiar - our World; 
the other is negative, evil yet unnervingly 
familiar. 


heir interface - a time window through 
which objects and beings can pass; 
contact has resulted in the beginning of 
exchange. 



estore our World - stop the invasion, but 
do it now, for as the exchange acceler¬ 
ates, the time window grows larger - 
domination is a hand! 




6 Central Street* Manchester M2 5NS*Tel: 061 834 3939*Telex: 669977 























































• Tips 

Play to WIN 



TARZAN*- 

MAP 


Aaaarrroooaaaarrgghh!! Is Martech's Tarzan driv¬ 
ing you wild? Here's a mini map suppled by SH 
Software and PG Crackshot of Rotterdam in 
Holland that should help you make a monkey out 
of this game. 

1-12 You have to follow the numbers, which indicate a 
box you must collect, to finish the game, 
s Starting point. 

x Don't take this box, it will kill you! 

i The idol, stand in front of it and press forward to 

enter. 

w The woman (Jane), if you collect all the items then 
your quest ends here. 


C16 POKES 


(NOTE: the numbers after 
the last two pokes must be 
the same.) 

Type G18CE if in monitor, 
or RUN from BASIC to 
restart game. 



Hold down RUN/STOP, 
RESET and type the 
following; 

> 24FB EA EA EA for 
infinite lives 
G29CE to start game. 
Robert Reid 
Fife, Scotland. 



Here is something for the 
players game. If like me you 
find the gameplay rather 


slow (and sometimes boring), 
this might just make it faster. 
Simply press reset, then to 
start type: SYS4112 (Note: 
this disables joystick play). 

D. McCarthy, 

Hebburn, Tyne and Wear. 


JET SET WILLY 

Load any level and press 
Run-Stop/Reset to get into 
the Monitor. 

Type M2650 and change 38 
to FF. 

Type X and then SYS 4112. 
You will start the game with 
extra lives. On some levels, 
your man will keep getting 
killed without you being able 
to do anything. If this 
happens, wait for a while 
until the title screen appears 
and start the game. 

Jason Shergold, 

Hornchurch, Essex. 










































































































































SUPERSAVERS for C64, 

Cl 6/PLUS 4 

SAVE TIME AND MONEY with AUTOBASE-3 the ultimate personal assistant! Superb database makes 
personal computing easy. Powerful modules, available separately or combined include:- 

• AUTOFILE — Trouble finding things? Not any more — AUTOFILE organises your personal records! 
Store information as you like and let AUTOFILE take care of the rest. Have the answers at your fingertips! 
Powerful features include Add, Insert, Amend, Delete, Archive, Index, Find, Sort, Scan, Search, Full or 
Partial List, plus User Defineable Entry Titles and Formats. Ideal for personal computing. Excellent value 
at £6.25 disk, £4.95 tape. 

• AUTOPLAN — 101 things to do? Let AUTOPLAN sort them out! Superb diary and planner leave nothing 
to chance! Never forget another important event — AUTOPLAN gives detailed schedules and prompts you 
to take action as and when required! Powerful features include Perpetual Calendar, Long and Short Term 
Plans, Individual Project and Summary Plans, plus Automatic Rescheduling. Ideal for personal planning! 
Excellent value at £6.25 disk, £4.95 tape. 

• AUTOCOUNT — Accounts a problem? Relex — AUTOCOUNT keeps track of your money! Debits, 
Credits, Standing Orders, Direct Debits etc ... AUTOCOUNT puts them in order! Powerful features include 
Multiple Accounts, Budget Planner, Cash Flow, Interest Calculation, plus Summary Accounting. Ideal for 
personal accounts! Excellent value at £6.25 disk, £4.95 tape. 

ALL MODULES fully guaranteed. Can be used with direct connect printers including 1520 plotter. 

• SPECIAL OFFER — Entire AUTOBASE-3 (all three modules fully integrated) for only £12.95 disk, or 
£9.95 tape. 


Send cheque/PO to STONEHAM DIRECT, 131 DONCASTER ROAD, 

EASTLEIGH, HANTS SOS SQL or SAE for further details. 

Please Note — all prices include postage and packaging. 

When ordering please state clearly your make and model of computer, Cl 6. Plus4 or C64. 


CBM64/128 fIDIAM 29 St. Martins Close, 
ATARI ST UlllUN Clacton on Sea, 

BST SOFTWARE co"h?3nj 

* Hire tape/disc for £1-£2 p/w (inc. p8p) 

* membership only £6 for life inc. 3 titles FREE! 

* Largest selection of CBM 64/128 Available. Over 3,000 

* All Postage charges free to anyone in U.K. 

* New Titles now in: 

Aliens, Cobra, Space Harrier, Gunship, Gauntlet, Tenth Frame, 
Scooby Doo, 1942, Xevious, Terra Cresta. 

* CBM 128 titles include games/bus./utilities on disk 

* ATARI 520ST titles now in stock: 

Int. Karate, Leaderboard, Star Trek, S.D.I. 

SEND CHEQUE/P.O. FOR £6 for automatic membership, S.A.E. 
for details or Phone 0255 431067. 


P00LSWTNN rB 

THEULTIMATEPOOLSPREDICtToNPROGRAM * 

• MASSIVE DATABASE Poolswinner is a sophisticated Pools 
prediction aid. It comes complete with the largest database 
available - 22000 matches over 10 years. The database updates 
automatically as results come in. 

• PREDICTS Not just SCOREDRAWS, but AW AYS, HOMES 
and NO SCORES. 

• SUCCESSFUL SELEC guarantee that Poolswinner performs 
significantly better than chance. 

• ADAPTABLE Probabilities are given on every fixture - 
choose as many selections as you need for your bet. The 
precise prediction formula can be set by the user - you can 
develop and test your own unique method. 

• SIMPLE DATA ENTRY All team names are in the program. Simply type in the reference 
numbers from the screen. Or use FIXGEN to produce fixture list automatically (see below). 

• DISC/MICRODRIVE COMPATIBLE Tapes supplied with conversion instructions. 
PRINTER SUPPORT Full hard copy printout of data if you have a printer. 

PRICE £15.00 (all inclusive) 



Boxed, with detailed 
instruction booklet 



A AT LAST: No more struggling for hours to get the 
(tK N nh/7 fixture Hs* v* 0 to® computer. FIXGEN has been 
■vLlil Uv/ 1 programmed with all English and Scottish fixtures 
for 1986/7. Simply type in the date, and the full fixture list is generated in 
seconds. Fully compatible with Poolswinner. Yearly updates available. 
POOLSWINNER with FIXGEN £16.50 (for both) 



COURSEWINNERn 


NOT JUST A TIPSTER 
PROGRAM, Coursewinner 

_ __ __ _ V3 can be used by experts 

THE PUNTERS COMPUTER PROGRAM and occ asional punters alike. 

You can develop and test your own unique winning system by adjusting the 
analysis formula, or use the program in simple mode. Coursewinner V3 uses 
statistical analysis of major factors including past form, speed ratings, course 
statistics, prize money, weight, going, trainer and jockey form etc, etc. It 
outputs most likely winners, good long odds bets, forecasts, tricastfe etc. The 
database includes vital course statistics for all British courses. You can update 
the database - never goes out of date. 

PRICE £15.00 (all inclusive) includes Flat AND National Hunt versions. 


ALL PROGRAMS AVAILABLE FOR: AMSTRAD CPCs, AMSTRAD PCWs (ADD £3.00), All BBCs, All SPECTRUMS, 
COMMODORE 64/128, ATARI (48K+), SINCLAIR QL. 

Supplied on tape (simple conversion to disc) - except PCW (on 3" disc) and QL (on microdrive) 


HB 


Send Cheques/POs for return of post service to ... 


phone 24 hrs SOFTWARE phone 24 hrs 

37 COUNCILLOR LANE, CHEADLE, CHESHIRE. S 061-428 7425 

(Send for full list of our software) 


NEOS MOUSE AND CHEESE 




Limited stocks of Mouse and Cheese for sale at an 
unbeatable and unrepeatable price! Usually sold from 
£59 to £79 — Available for only £24.99 cassette or 
£29.99 disc (incl. VAT). Mail order only from Leofric 
Square, or over the counter from our stores in Midgate, 
Peterborough, or Southgate, London. P&P £1.00 UK, 
£2.50 overseas. 

LOGIC SALES 

1 7 Leofric Square, Peterborough, Cambs. 

19 The Broadway, The Bourne, Southgate, 
London N14 

6 Midgate, Peterborough, Cambs. 

24-hour ordering on 0733 313870 
Trade enquiries welcome 
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Y ou don't need to be able to spell 
Tootinkamoon to play this game (good 
job, Ed). Deep in the labyrinthine 
bowels of an Egyptian Tomb lie five keys. 
You/ as the intrepid explorer, must search the 
labyrinth and collect all the keys before your 
energy runs out. 

A large maze, positional map and 
decreasing energy display make this a pretty 
classy game. Full instructions appear on 
screen — joystick in port 1. 


EGYPTIAN 




* 

• • 

S 

..................................a*** 


for the 16 and Plus/4 


10 DIM R0$(50)8 DIM KE(50) 

20 FOR A=1 TO 50s READ R0$<A):NEXT 
30 GOTO 700 

40 VOL 7sR0-27 sMA=3773sSR«3369sMP-3282bBA-3509 
50 G0SUB 350 

60 FOR A»1 TO 50:KE(R0)-Os NEXT 
70 X=INT(RND <1)#3) 

80 IF X=0 THEN KE<16>-3923sKE(9)-3738sKE<31>-3688sKE(44)-3683sKE(40)-3747 

90 IF X-l THEN KE<45)-3898sKE<1>-3676sKE<8)-3704sKE<14)-3885sKE(30)-3787 

100 IF X=2 THEN KE (2) =3867: KE (3) -3733s KE (39) *3878: KE < 10) =3683: KE <45> =3889 

110 FOR A-1 TO 1000sNEXTsSOUND 2,700,100 

120 GET A*:IF A$="Z" THEN M0»-lsG0T0 180 

130 IF A$="X" THEN M0=lsG0T0 180 

140 IF A$=";" THEN M0=-40sG0T0 180 

150 IF A$=">" THEM M0«40sG0T0 180 

160 TL-TL+1sIF TL-200 THEN TL-OsGOTO 250 

170 GOTO 120 

180 GR=MA+MOsIF PEEK(GR)=81 OR PEEK(GR+40)=81 THEN 160 
190 IF PEEK(GR)=160 OR PEEK(GR+40)=160 THEN 520 
200 IF PEEK(GR)=88 OR PEEK(GR+40)=88 THEN DY-1 
210 IF PEEK(GR)>128 THEM 320 

220 MA-GRs POKE MA-MO,32s POKE (MA+40)-MO,32s POKE MA,87s POKE MA+40,24 
230 IF DY=1 THEN DY=0sG0T0 290 
240 GOTO 160 

250 BA-BA-l:POKE BA,32:IF BA=3485 THEN 270 
260 GOTO 170 

270 SOUND 3,900,100s FOR A=1 TO 2000sNEXTsPRINT "(CLR)" 

280 CHAR 1, 12, 10,"(BLU) (*130)YOU ARE DEAD! ($132)"sFOR A=1 TO 2500sNEXTsGOTO 700 
290 SR=SR+4sPOKE SR,88s POKE SR-1024,70sKE (RO) -0 
300 SOUND 2,200,20s SOUND 2,300,201SOUND 2,500,3© 

310 GOTO 220 

320 FOR A=300 TO 700 STEP 50s SOUND 1, A, 5s NEXTs FOR A=1 TO 2000s NEXT- 
330 PRINT "(CLR)"s CHAR 1,10,10," (RED)CONGRATULATIONS!" 

340 CHAR 1,10,13,"($130)YOU HAVE ESCAPED($132)"sFOR A=1 TO 2500sNEXTsGOTO 700 
350 SCNCLR SPRINT "(BLU) r- 1 -" 


MAP 


(RED) 

(RED) r- 

(PLED) I C$130) 
(RED)I($130) 
(RED)I($130) 
(RED)I($130) 
(RED)I($130) 


360 PRINT 
370 PRINT 
380 PRINT 
390 PRINT 
400 PRINT- 
410 PRINT 
420 PRINT 
U> ! I " 

430 PRINT 
440 PRINT 
450 PRINT 

460 PRINT " •--*- 

470 PRINT "(RVS)(LGRN) 
480 FOR A=1 TO 10s PRINT 
LGRN) (RVS) (OFF) " s NEXT- 
490 PRINT "(RVS)(LGRN) 


(BLU) 

(BLU) 


I 1 


($ 132 ) 
($132) 
($132) 
($132) 
($132) 


(BLK)EGYPTIAN TOMB(BLU)I 

(BLU) *•••- 

(BLU) r- 

(BLU) 

(BLU) 

(BLU) 


I " 


I KEYS 

\ 

I(ORNG)1. 2. 


I I 1 
I I ' 


4.. 


(BL 


(RED) 


1 (BLU) 


I " 


(BLK)ENERGY 


(RED) (RVS) I I I I I I I I I I I I I I I I I I I I I I I (OFF) (BLU) I' 


1 (RVS) (OFF) (BLK) 


(OFF)' 


(OFF)' 





















































Listing 


i 


500 T~1 s GOTO 580 
510 RETURN 
520 MA-GR 

530 SOUND 2,300,10s POKE MR,32 

IFPEEK(MA)■160ANDPEEK(MA+40)«160ANDM0*1THENMA-MA-38sRO*RO+1sMP»MP+1:GOTO 580 
IF PEEK< MA)*160 AND PEEK(MA+40)*160 THEN MA-MA+3BsRO*RO-1s MP»MP-1s GOTO 580 
XF PEEK (MA)*160 THEN MA-MA+360 s RO»RO-10 s MP-MP-40s GOTO 580 
570 MA-MA-360s RQ»RO+10 s MP»MP+40s GOTO 580 
580 GOSUB 820 s PR*1 

590 IF MID*(RO*(RO),PR,1)="A" THEN 630 

600 WE~VAL. (M XD* (RO* < RO) , PR, 4) > s WF«VAL < M XD* < RO* (RO > PR+4, 4) ) 

610 WG=VAL(MID*(RO*(RO),PR+8,2))sPR*PR+10 
620 FOR A-WE TO WF STEP WGsPOKE A,81sNEXTsGOTO 590 
630 POKE MA,87s POKE MA+40,24 
XF T»1 THEN T=0s GOTO 510 

IF KE(RO)>0 THEN POKE KE< RO),88 s POKE KE(RO)-1024,79 
POKE MP,46 

1,13,13,"(BLK) (RV5)EX IT < OFF )" 


540 

550 

560 


640 

650 

660 

670 


IF R0~4 AND SR”3389 THEN CHAR 
680 SOUND 2,300,10 
690 GOTO 120 


700 

PRINT " 

(CLR)" 





710 

720 

FOR A™1 
PRINT " 

TO 

3s PRINT:NEXT 
(BLK)E G V 

P 

T 

I A 

730 

FOR A*1 

TO 

5:: PRINTS 

NEXTsPRINT 

"(RED)" 

740 

PRINT " 


XXXXX 

XXXXX 

X 

X 

XXXX" 

750 

PRINT " 


X 

X X 

XX 

XX 

X X" 

760 

PRINT " 


X 

X X 

x ; 

K X 

XXXX" 

770 

PRINT " 


X 

X X 

X 

X 

X X" 

780 

PRINT " 


X 

XXXXX 

X 

X 

XXXX" 



790 CHAR 1,7,22,"(BLU)BY JULIAN JONES SEP ’86" 

800 GET A*sIF A*<>" " THEN 800 
810 GOTO 40 

820 PRINT "(HOME)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DO 
WN)(DOWN)"sFOR A*1 TO 10 

830 PRINT "(RVS)(LGRN) (OFF)(BLK) NEXT:RE 

TURN 

1000 REM *>##SCREEN DATA*** 

1010 DATA 359339534035943630013638395840376337830138033963403823398340A 
1020 DATA 35933630013603380340381339734037753790013815397540A 
1030 DATA 3593363001364039604037533770013662386240A 
1040 DATA 35933630013662398240364139614038023808013848396840A 
1050 DATA 35933630013643384340365438144038603870013660382040A 
1060 DATA 3593363001365138514038333843013823383001A 
1070 DATA 35933630013841396140382539854037853790013793380101A 
1080 DATA 35933630013753376801380839684036573737403738375001A 
1090 DATA 35933630013663398340365339734037133725013765396540A 
1100 DATA 35933630013670399040363739574038633983403798382301A 
1110 DATA 359339534035983958403603396340362338634038043815013855397540A 
1120 DATA 375939594038423870013898397840:390839884036133813403615373540A 
1130 DATA 3600384040383338390138593870013738397840A 

1140 DATA 360139614038333840013608372840362236624037023710013858387001A 
1150 DATA 37003710013814397440367336850138333845013725380540A 
1160 DATA 374237500136733682013855397540383839584038463966403798380601A 
1170 DATA 3902398240390839884038533868013773381340371337450136253705403601396140 

A 

1180 DATA 37183958403608396840372937450138493870013903398340A 
1190 DATA 3833384301362339834036133813403605376540A 
1200 DATA 3630399040362339834036973977403597395740A 
1210 DATA 3593395340359839584036033803403615397540A 

1220 DATA 362838284038683870013599375940379938180136183818403848396840A 
1230 DATA 36183738403778378601382639864038333838013878395840A 
1240 DATA 377037900138103970403601384140A 
1250 DATA 3614385440389439100137533773013803396340A 
1260 DATA 3615397540387338860136063846403598365840A 
1270 DATA 36013961403622366240362838284038223827013862398240A 
1280 DATA 35983718403608380840380038070136233823403824383001A 
1290 DATA 3793383001362337034038443964403944398440A 

1300 DATA 363039904036233983403617381740380038160137933797013597375740A 
1310 DATA 359339534035983678403615369540371837350137403750013780398040A 
1320 DATA 36083688403713373901377938594038603866013844396440A■ 

1330 DATA 35983958403626386640384138650137273807403898397840A 
1340 DATA 36103730403731374201378239824038803960403888396840A 
1350 DATA 3603372340378037900138853965403895397540A 
1360 DATA 37803790013820398040361536954038883968403753376501A 
1370 DATA 3601376140375337600136223902403884390101A 
1380 DATA 37143723013834385101389139714037813790013821399140A 
1390 DATA 3604396440375337630136243864403730374401A 
1400 DATA 3630399040362339834038453965403797380501A 
1410 DATA 35933953403954399001362038204037633923403764377801A 
1420 DATA 3953399001360439244037353935403820383001A 
1430 DATA 35983798403793379701395339900136183858403819383001A 
1440 DATA 395339900138563870013622370240379338080136003760403608376840A 
1450 DATA 395339900138333870013893393340360538054036153815403696371001A 
1460 DATA 360837684036203740403734373901395339900136733685013033384501A 
1470 DATA 3953399001372337500137733933403784386440A 
1480 DATA 37133716013953399001361137714036213701403734374601A 

1490 DATA 39533990013604368440368537000137403860403837385901A T 1 - T 

1500 DATA 3953399001363039504036053685403676368401371639164036233823403808382201 A J U11QH J OI1GS 



JH 


by 






















































S andy Munro is fast becoming our chief type-in 
programmer. He’s produced a brilliant version of the 
brain-teasing Connect Four game. Here's what you do 
(you mean you don’t know?). Both players drop counters in 
turn onto the board. The aim is to try to get four of your own 
counters in a row, horizontally, vertically or diagonally — it’s 
like a clever person’s noughts ‘n’ crosses. 

Better than the real thing, the program checks each move 
and tells you when you’ve won, just in case you didn’t spot 
your winning row. 

Simply type the program in as listed (using our Easy Enter 
system). Remember, you’ll need two joysticks to play this 
one. 

FOR THE 64 
AND 128 

by Sandy Munro 

5 PRINT"(CLR)"CHR*(B>:P0KE53280,0:P0KE53281,0:G0T09000 
10 G0SUB2500 

13 G0SUB2000: GOSLIB1000: G0SUB3000 
30 G0SUB255:P0KE53265,27 

100 PQKE782,25:P0KE781,16s SYS65520:PRINTP*(P)s PQKE782,16:P0KE781,?1s 8YS65520 
101 PRINTS$ 

105 IFP=1THEN120 

110 IFX<13AND(PEEK(56320)AND8)=0THENGQSUB250:X=*X+2: G0SUB255 
115 IFX>1AND(PEEK(56320)AND4)=0THENG0SUB250:X=X-2:G0SUB253 
116 IF(PEEK(56320)AND 16 > =0THENGQSUB25G:G0T0300 
117 GOTO105 

(PEEK (197) -440R ( (PEEK (56321) AND8) =0) ) THENG0SUB250: X = X+2: G0SUB255 
125 IFX >1 AND(PEEK(197)=470R((PEEK(56321)AND4) =»0))THENG0SUB250:X = X-2s G0SUB255 
130 IFPEEK(197)=600R(PEEK(56321)AND 16)=0THENG0SUB250:G0T030O 
200 GOTO103 

250 P0KE782,XSP0KE781,23:8YS65520SPRINT" "sRETURN 
255 P0KE782,X s P0KE781,23s SYS65520:PRINT"(WHT)t"s RETURN 
300 REM #*# COLUMN FULL ? ### 

310 C= < X + l)/2:SU=0: FORI = 1T06 sI FA(1,0)>OTHENSU=SU+1 
315 NEXT:IFSU<6THEN350 

325 P0KE782,20:P0KE781,21sSYS65520:PRINT"(GRN)COLUMN FULL!!":F0RI=1T0600:NEXT 
330 P0KE782,16s P0KE781,21:SYS65520 s PRINTS$ s G0SUB255:GOTO100 
350 REM #** WHICH ROW ? #*# 

355 TU=TU+1s FOR I = 1T06 sIFA(I.C)=OTHENRD=I 
360 NEXT:POKEV+39,C(P) 

450 REM *#* MOVE COUNTER **# 

455 A=16 s B=106s FOR I=ATO< C+1> * 16 sPOKEV,Is NEXT s FORI=BTOB+(RD+1)* 16s POKEV+1,I 
505 NEXT:IFRD<HCTHENHC=RD 
550 REM #*# PRINT UDG **# 

555 P0KE646,C(P)s P0KE782, (PEEK(V)-24)/8:P0KE781, (PEEK(V+l)-50)/8sSYS65520 
560 PR INT">":POKEV,A s POKEV+1,B s A(RD,C)»PsP0KE782,21:P0KE781,21:SYS65520 
570 PRINT"(WHT)CHECKING..." 

595 IFTU<7THENG0SUB790s G0SUB255 s GOTO100 
604 W$="VERTICAL" 

605 SU=0:FORJ=1T07:FORI=6T01STEP-1sIFA(I,J)=PTHENSU=SU+1:IFSU=4THEN800 
610 G0SUB795:NEXTI,J 
652 W*=»"HORIZONTAL" 

655 F0RI=6T01STEP-1s SU=0:F0RJ=1TQ7:IFA(I,J > =PTHENSU=SU+1:IFSU-4THEN800 
660 G0SUB795:NEXTJ,I 

705 W!S="DIAGONAL"sIFHC>3THENG0SUB790s G0SUB255:GOTO100 
710 FORJ-1T04:K=J:SU-0sFORI-6T03STEP-1sIFA(1,K)=PTHEMSU=SU+1 
711 K=K+lsNEXTI:IFSU=4THENJ=4sW=1 
712 NEXTJ:IFWTHEN800 

715 FOR J=4T07: K=J s 8l.)=0s F0RI=6T03STEP-1 s I FA (I, K) =PTHENSU=SU+1 
716 K-K-ls NEXTI: IFSU-4THENJ=7s W==l 
717 NEXTJsIFWTHENBOO 











Listing 




’Os FQRI“5T02STEP-1sXFA(I,K)=*PTHENSU=SU+1 
! 4THENJ=4s W=1 


:0 s FOR I -5T02STEP- 1 s X FA (I, K) =PTHENSU=SU+1 
’4THENJ=7sW=l 


•IsIFA(I,K)=PTHENSU=SU+1 





PTHENSU=SU+1 


ENTER 


sis? 

aM 


720 F0RJ=lT04:K=JsSU 

721 K=K+1 1 NEXTI s IFSU 1 

722 NEXTJsIFWTHEN800 

725 F0RJ=4T07 s K=J:SU 

726 K=K-1sNEXTIsIFSU 

727 NEXTJsIFWTHEN800 

730 FORJ=1T04s K=Js SU=0s FORI=4T01STEP 

731 K=K+1s NEXTIsIFSU=4THENJ=4s W=1 

732 NEXTJsIFWTHEN800 

735 FORJ=4TQ7s K=Js SU=0 s FORI=4T01STEP 

736 K=K-lsNEXTIsIFSU=4THENJ=7sW=1 

737 NEXTJsIFWTHEN0OO 
740 IFTU=42THENG0T0850 
770 G0SUB255s G0SUB790s 60T0100 

790 IFP=1THENP=2 s RETURN 

791 P=»ls RETURN 

795 IFA(I,J)< >PTHENSU=0 

796 RETURN 

800 REM ##* WINNER ### 

804 G0SUB900 - - - - 

805 PRINT"(HOME)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOW 
N) (DOWN) (L..BLU) " TAB (17) " CONGRATULATIONS " s PR INTTAB (17) " < DOWN) PLAYER " P " (LEFT) . " 

810 PRINTTAB(17)"(DOWN) (GRN)YOU HAVE A"s PR INTTAB(17)"(DOWN)"WV LINE"sPRINTTAB(1 
7)»(DOWN)OF FOUR." 

815 PRINT"(DOWN) (DOWN) (DOWN) (WHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT)DO YOU WANT 
ANOTHER GO (Y/N)"; 

820 IFPEEK(197)“25THENPRINT"(CLR)"s GOTO15 
IFPEEK(197)=39THENPRINT"(CLR)"s END 
G0T0820 

REM *## NO WINNER #*# 

G0SUB900SPRINT"(HOME)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)( 
DOWN)(DOWN)(DOWN)(LBLU)"TAB(17)"(DOWN)ALL COUNTERS HAVE" 

860 PRINTTAB(17)"(DOWN)BEEN USED, AND"sPRINTTAB(17)"(DOWN)THERE ARE NO WINNERS. 
865 PRINTTAB(17)"(DOWN)(GRN)THEREFORE THE GAME IS":PRINTTAB(17)"(DOWN)A DRAW.(UP 
)"s G0T0815 

900 PRINT"(HOME)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOW 
N)(DOWN)(DOWN)(DOWN)"sF0RI=lT09sPRINTTAB(16)S*sNEXTsRETURN 
1000 REM ### TITLE ##* 

1010 G0SUB3000sPRINT"(HOME)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN 
)(DOWN)(DOWN)(DOWN)(RED)"TAB(16)"PLAYER 1 (RED >) s" 

1015 PRINTTAB(16)"JOYSTICK PORT 1"sPRINTTAB(16)"OR KEYBOARD" 

PRINTTAB(16)", - LEFT"sPRINTTAB(16)". -RIGHT" 

PRINTTAB(16)"SPACE - PLACE COUNTER"sPRINTTAB<16)"(DOWN)(YEL)PLAYER 2 (YELLO 
s " 

PRINTTABQ 6 ) "JOYSTICK PORT 2" 

lUJU PRINTTAB(10)"(WHT)(DOWN)(DOWN)(DOWN)PRESS A KEY TO START" 5 sPRINT"(HOME)(DOW 
N)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(WHT)(RGHT)W(RGHT) 
R(RGHT) I (RGHT) T (RGHT) T (RGHT) E (RGHT) N" _ 

1035 PRINT"(DOWN) (RGHT)B(RGHT)Y"sPRINT"(DOWN) (DOWN) (DOWN) (RGHT)S(RGHDA(RGHT)N(R 
GHT)D(RGHT)Y"s PRINT"(DOWN) (RGHT)M(RGHT) IJ (RGHT)N(RGHT)R(RGHT)0"s P0KE53265,27 
1120 IFPEEK(197)=64THEN1120 
1125 RETURN 

1500 REM ##* TITLE *#* 

1505 PRINT"(CLR) "N*">>"SPC(26)N* 

1510 PRINT" "N$" "N$"> "N$">> "N$": 


US 


nn 


lift 




822 

824 

850 

855 


1017 

1018 
W >) 
1025 
1030 

















1515 PRINT" "N$" "N*" "N$N»" "N*N$" "N$N*">>>"N$" "N* 

1520 PRINT" "N$" "N$" "N*N*" "N$N$" "N$N$" "N$" "N$N$ 

1525 PRINT" "N*">> "N$"> "N$" "N$N$" "N*" "N*"> "N$">> "N$ 

1530 PRINT" (DOWN) "TAB < 17) N$" »■>" 

1535 PRINTTAB(17)N$" "N$"> "N*" "N$N$">>" 

1540 PRINTTAB<17)N*">> "N$" "N$N$" "N*N$" "N* 

1545 PRINTTAB (17) NV "N*" "N$N*" "N$N$ 

1550 PRINTTAB(17)N*" "N$"> "N$“>>"N$ 

1999 RETURN 

2000 REM **# VARIABLES #** 

2010 FORI = 1T06 s FORJ=1TQ7 s A <I,J> =0s NEXTJ,IsV”5324Bs A=16sB=106s HC=6sP0KE2040,255 
2015 POKEV,As POKEV+1,B:POKEV+21,1s POKEV+27,1s C <1)=2 s C < 2 > =7 s P=1s TU=0s D=0s X-l 
2020 W=OsRETURN 

2500 REM *** STRINGS **# 

2505 R*»" '•-I “I “I “I “I “I-^"sRl*""---I "sR2$=“^sN$==" (RED) > 

(YEL)>" 

2510 R3*“'S* I* I* I* I* I* I*—" s P$=" >>(DOWN) (LEFT) (LEFT) (LEFT) >>>>(DOWN) (LEFT) (LEFT) ( 
LEFT) (LEFT) >»> (DOWN) (LEFT) (LEFT) (LEFT) »" s P$ (1 )=" (RED) "+P$ 

2515 P*(2>="(YEL)"+P*sS*=" "sRETURN 

3000 REM *## SCREEN *** 

3005 P0KE53265,139sSOSUB1500sP0KE782,OsP0KE781,10sSY865520sPRINT"(LBLU)"R$sFORI= 
0T04 

3045 PRINTR1$sPRINTR2$sNEXT s PRINTR1 $sPRINTR3*s PRINT"%"SPC(13)"sRETURN 
9000 REM ##* DATA #** 

9005 PQKE52,48 s PQKE56,48 s CLRs P0KE56334,PEEK(56334)AND254:P0KE1,PEEK(1)AND251 

9010 F0RI=0T0511s P0KE12288+I,PEEK(53248+1)8NEXTs P0KE1,PEEK(1)0R4 

9015 P0KE56334,PEEK(56334)0R1s P0KE53272, (PEEK(53272)AND240)+12sF0RI=0T0111 

9020 READQsZ = Z+Qs POKE12784+1,Qs NEXTs F0RI = 16320T0163S2s POKEI,Os NEXT 

9025 FOR 1 = 16320T016341sREADQsZ = Z+QsPOKEI,Qs NEXT- 

9030 IFZ< >15012THENPRINT"ERRQR IN DATA."sSTOP 

9035 GOTO10 

9105 DATA24,126,126,255,255,126,126,24,129,231,255,255,255,255,231,129,255,126 
9115 DAT A126,60,60,126,126,255,129,231,255,255,,,,,240,112,112,48,48, 112, 112 
9125 DATA240,15,14,14,12,12,14,14,15,,,,,255,255,231,129,255,255,255,255,255 
9140 DATA255,255„255,240,240,240,240,240,240,240,240,,,,,255,255,255,255,255 
9155 DATA255,255,255,,,,,15,15,15,15,15,15,15,15,,,,,15,15,15,15,,,,,240,240 
9205 DATA240,240,24,,,126,,,126,,,255,,,255,,,126,,,126,,,24 




ENTER 


Our New Easy Enter system makes program entering even simpler. It 
works like this: 

Control codes appear in plain English (always inside brackets). Just 
look them up in the list below. For example: (DOWN) means 'press the 
cursor down key'. We've included the graphic itself in the table so 
that you can check you've got it right. 

Actual graphic characters are not changed and appear as they do on 
screen — you'll find them all printed on your keyboard. 


f Control Codes 1 

(UP) 

press cursor up key 

□ 

(DOWN) 

press cursor down key 

E 

(LEFT) 

press cursor left key 

■ 

(RGHT) 

press cursor right key 

a 

(HOME) 

press HOME key 

b 

(CLR) 

press SHIFT/HOME 

G 

(INST) 

press SHIFT/DELETE 

11 

(RVS) 

reverse on 

E 

(OFF) 

reverse off 

■ 

(Fl)etc 

press function key indicated 


($130) 

flash on (1 6 and Plus/4) 

M 

($132) 

flash off (16 and Plus/4) 

“ 

j Colour Codes j 


(BLK) 

press CTRL and 1 

m 

(WHT) 

press CTRL and 2 

a 

(RED) 

press CTRL and 3 

& 

(CYN) 

press CTRL and 4 

m 

(PUR) 

press CTRL and 5 

m 

(GRN) 

press' CTRL and 6 

□ 

(BLU) 

press CTRL and 7 

a 

(YEL) 

press CTRL and 8 

S3 

(ORNG) 

press CBM and 1 

□ 

(BRN) 

press CBM and 2 

K 

(LRED) 

press CBM and 3 

►H 

(GRY1) 

press CBM and 4 

S3 

(GRY2) 

press CBM and 5 

E 

(LGRN) 

press CBM and 6 

■1 

rm 

(LBLU) 

press CBM and 7 

U 

■ ■ 

(GRY3) 

press CBM and 8 

■ ■ 


Note: secondary colours on the 1 6 and Plus/4 are 
slightly different to the above. 
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This month's trip to the ar¬ 
cades has a wheels flavour. 
We're taking a look at 
Atari's much favoured 720° 
skateboarding game and 
two high quality racing 
simulations, Sega's Out 
Run , a West Coast burn up 
and WEC Le Mans, 
Konami's hydraulic Porsche 
simulator. Plus there is all 
the latest conversion news 
and a report on Olympia's 
ATEI show. 



720 ° 

Atari 


S kateboarding may not be 
a craze anymore in this 
country but there is a 
hardcore dedicated bunch of 
hotdogging fanatics out there 
freewheeling it around the 
parks and multi-storey car 
parks of the country. This 
game is a must for them, but's 
it's not just for enthusiasts. 
Like the best arcade games 
anyone will want to play this. 

The first thing you notice 
about this console is the huge 
ghettoblaster type unit on the 
top of it. They are not for 
show, when you have pumped 
your tens into this baby it 
cranks out a gnawing rock 
guitar sound that sets the 
streetwise scene for this 
futuristic skateboard simula¬ 
tion. 

Skate City resembles 
something out of 2000 AD. A 
futuristic urban conurbation 
where all the buildings are 
low level, the people weirdos 
and the vehicles a mish mash 
of old sports cars and new 
hovver saloons. 

You control the skateboard¬ 
ing kid kitted out in vest, 


stripey shorts and kneepads 
as he kicks his way round 
town hustling cash in com¬ 
petitions in the four parks dot¬ 
ted around the city. You score 
points by undertaking neat 
manoeuvres, and these allow 
you to compete in the park for 
cash prizes. If you win you 
can use the cash to buy better 
gear. A board lets you move 
quicker, new shoes allow you 
to jump higher (important for 
tricks) pads help you recover 
from tumbles more quickly, 
and a helmet lets you develop 
a more aggressive style. 

These are all more than 
handy because as you skate 
round town you will have to 
be fast and supple to avoid the 
obstacles that confront you. 
There are bikers, phantom 
skateboarders, girls throwing 
frisbees and bodybuilders! If 
you hit one you will come off 
the board and lose valuable 
time as you skate round the ci¬ 
ty. Should that happen a 
swarm of bees appear and 
chase you. You can't outrun 
them for long, and the only 
way to escape is get to a park 
and earn some cash. "Skate 
or die!” the machine urges. 

The parks all have different 
types of competition running 
in them. There's a possibility 
of a straight downhill speed 


You need points to get into the park, and what 
do points make? 



trial, or one with jumps, but 
the hardest is the slalom. 

720° bears more than a 
passing resemblance to 
Paperboy, but it doesn't quite 
have the depth of that game. 
It doesn't appear to be doing 
as well over here as it is in 
America but that's to be ex¬ 
pected, skateboarding isn't as 
popular as it was. Never¬ 
theless it's very entertaining 
in it's own right and takes a 
fair degree of skill to play 
well. It's an obvious can¬ 
didate for conversion, but if 
anyone's snapped it up they 
are keeping quite for the mo¬ 
ment. 


GRAPHICS: 

8 

SOUND: 

8 

TOUGHNESS: 

7 

ENDURANCE: 

7 

VALUE 

8 

OVERALL 

8 


game. It's a simulation based 
on the Le Mans 24-hour sports 
car race, placing you as the 
driver of a Porsche competi¬ 
tion car. Nothing amazing 
about that, but just step into 
the console and hit the starter 
motor! 

Everything seems normal 
until you hit the first bend and 
the machine swings round 
under the power of centri¬ 
fugal force. The car responds 
to it as well and you ride onto 
the kerb you are suddenly pit¬ 
ched up and down by the 
vibrations just as you would 
be in the real thing. Finally, 
should you make a bad 
mistake and hit an obstacle, 
be it a car or a tree, you will 
be spun round violently as 
you see the Porsche 
disintegrate. 

The competition idea is 
simple, the same as all racing 
games so far, beat the time 
limit set for each of the circuit 
sections and complete as 
many laps as possible. But 
believe me many of you are 
going to struggle to complete 



LE MANS 

Konami 


R acing games are back 
in a big way and I for 
one am very pleased. 
But this is no ordinary racing 


A beautiful blood 
, red sunset, or is it a 
sunrise? 

more than a lap at this game, 
it's hard, incredibly hard, 
harder than driving a racing 
car. 

Top sports car drivers like 
Hans Stuck and Derek Bell 





























Porsche weave all over the 
road. 

You can hammer it through 
the first section, though watch 
out for the whiplash S-bend, 
and then make up your mind 
which fork you want at the 
end of the coastal road. 

Out Run is broken up into 
sections of road until the end. 
Each time you complete a sec¬ 
tion you get a choice of two 
roads forking away from each 
other. They both lead to dif¬ 
ferent sections of scenery. 



Konami presumably get free course 
advertising 


Take your baby for a spin 


confirm this, but point out 
that the simulation is not inac¬ 
curate. Whatever limitations 
it has, I must admit I would 
like to see someone produce a 
simulator with some gears as 
opposed to high and low. 

As you put your toe onto the 
accelerator the car — this 
isn't a cockpit view game — is 
shot down the track as if from 
a gun barrel. As you ap¬ 
proach the first bend large 
direction arrows tell you to 
start turning. It's not as simple 
as having to steer round the 
course, though God knows 
that's hard enough. 

Le Mans is destined to be a 
huge arcade smash. Where 
other games which used 
hydraulics like Space Harrier 
were only gimmicks, 
Konami's Porsche simulator 
uses them to devastating ef¬ 
fect. 



OUT RUN 


Sega 


The starter button flashes 
and as soon as you hit it the 
screen changes to a starting 
line. The driver in his shades 
flicks the wheel and spins the 

I f competitive driving in the car onto the line and as soon 
Le Mans 24-hour race as the fat man with the che- 
sounds a bit exhausting, quered flag drops it you 
why don't you take your pump the throttle to the floor, 
girlfriend for a burn around Pow! They shoot off down the 
the freeways of California, multi-lane highway at a rate 
Sounds a bit more relaxing, well in excess of US speed 


doesn't it? 

Wrong. That Ferrari goes 
like a rocket and you are em¬ 
broiled in a race against the 
clock. 


and 


restrictions, zooming in 
out of the heavy traffic. 

Speeding articulated lor¬ 
ries, souped up VWs and a 
particularly irritating grey 

The coast road is pretty but keep your eyes an 
the road 



You can surge on through 
Death Valley, Vineyards, 
Desolation Hill, an Autobahn 
or an idyllic lakeside scene. 
There are also Alps with nasty 
high bends, a wilderness road 
and Devils Canyon, a section 
cut through huge stone walls 
with vicious blind bends. 

When you hit something, as 
you most certainly will, the 
car is upended and flipped 
through the air tossing you 
and your girlfriend out. She 
will give you a damn good 
ticking off, but in my opinion 
she should be happy to be in 
one piece. 

Out Run is a great game for 
driving enthusiasts and a 
classic case for conversion. 
My sources tell me that it's up 
for grabs even now and if it 
has not been signed up 
already, my advice to the big 
software houses is — buy it! 







































Basic Extension 64. A great tape 
with over 30 commands for smooth 
scrolling, sprites, sounds, etc. 
Cheque/PO for £5.00 to Gary 
Saunders, 45 Endsleigh Court, 
Colchester, Essex, 003 3QT. 


Vic 64 Games. I want to swop new 
gomes. Send o list or o disk with 
your newest stuff. Sven Lind, 
Klisatravogen 41, 138 OO Alto, 
Sweden. 


CBM64 owner wants to swop 
programs old and new. Tope only. 
All letters answered. Please send 
your latest list to,- J. Soyer, 19 Boyton 
Court, Wavertree, Liverpool, L7 6PZ, 
England. 


Wanted Urgently! Disk drive for 
Commodore 64 computer. Will be 
willing to buy disks with drive. 
Phone: 031-332 6852. 


Hi! I am o 64 owner and I wont to 
swop newest programs, disk only. 

All letters answered. Send your list to 
Mossimiliono Foglio, via Monte 
Ceneri 27, 6900 Lugano, 
Switzerland. 


Amiga user wonts to swap gomes 
and programs. Send your list for 
mine. Olo Guerde, Rorstadv, 6017 
Aasestranda, Norway. 


For sale: C64 computer, MPS-801 
printer, 1541 disk drive, tope 
recorder, loads software, 3 joysticks. 
£300. Will separate items. 
Equipment in excellent condiition. 
Phone: (0236) 28299 (Coatbridge). 


N.S.E. Would like to exchange 
letters, programs and high scores 
with other groups ond people 
worldwide. Must hove 64/128 ond 
disk drive. Send list ond info to: 
N.S.E., PO Box 42, 3630 Rodberg, 
Norway 


Wanted! CBM64 user wonts to 
swop games oil over the world. 
Only news on disk. Send your list to: 
Per Husevoog, Stjetnemarke.3D, 
081 Stjetnhougen, Norway. 


B.M.C. user group. Free gome to 
first lO members to join. For C64, 
VI02O, C16, Plus/4. Send for user 
booklet with soft, hire, discount soft, 
cassette swop ond many more 
features. Send £1 joining fee to 
B M C. Usergroup, lO Morton Court, 
Blackwood, Lanarkshire, Scotand, 
MW1 97H. 


1541 Disc Drive £115, Eosyscript 
£20, Spectra Video joystick, Poscol, 
3 assemblers, gomes, books. 
Offers? Cardiff (0222) 497994. 


CBM 64 user wonts to swop 
software ond info with users 
worldwide. Send lists and disks to: 
Steve, 26 Dunkirk Road, Fernglen, 
Port Elizabeth 6045, South Africa. 


Norway 64 like to swop programs 
with people oil over the world. .Only 
tope. Send list to; KAI Fredriksen, 
Furustubben 39, 2742 6RUA Norway 



Norwegian 64 owner wants to 
swap programs with other 64 users 
all over the world. Disk only. Write to 
Bjorn Rostoen, Poste Restonte, 1315 
Nesoya, Norway. 


CBM 64, new software to swap, 
titles as Starglider. Write to Frank 
Smit, Eikbosseiweg 181, 1213RX 
Hilversum, Holland, or phone 
035-48104. 


Dutch CBM 64 owner wonts to 
swap software all over the world, on 
disk only. Send your list or disks to: 
Bryan Verboon, Leuvensestroot 4B, 
2587 GE, Scheveningen, Holland. 

All letters answered. 


CBM 64, 1541 drive, 02N cassette, 
Simons basic, joysticks, m/c 
monitor, lO disks, rtty morse 
interface ond software, mint 
condition. £150 of software. Sell for 
£350 ono. Will split. Tel. 01-622 
4193. Thomas. 


For Sale Freeze Frame Mark 2 £25 
or will swop for Commodore 
compatible cassette recorder. Ask 
for Colin after 6pm. 051-220-7104. 


Bargain Commodore C64 con 

1541 disk drive, fifty original software 
titles, some disk. £550. 0566 5242 
after 5pm. 


For Sale Commodore 128 £195, 
MPS 803 dot matrix printer £115, 
Datossette £26, Speech 64 £15.95. 
Quickshot 2 £6 Harrow 01-427 6252. 


CBM 64 or 128 user wonts to swop 
the newest stuff. Disk only. Send list 
to Nik Harwood, 28 Tongdean 
Lone, Brighton, Sussex, BN1 5JE, 
England. 


Commodore MPS801 dot matrix 
printer, £90; PracticColc 64 spread 
sheet disc programme, £20; 
Tasword 64 word processing disc 
programme, £10; Colossus Chess 
2.0 disc programme, £7.50; Easy 
Script comprehensive word 
processing programme, £30. All 
with instruction books. 01-692 
8000 during office hours, 01-698 
5213 evening times 


CBM 64 owner wants to swop 
programs, both disk ond cassette. 
Send your list for mine. Lars Roar 
Johansen, N-219Q Diseno, Norway. 


Hot Stuff for CBM 64! Write to: 

Serge Kapitein, Brahmsstr.2 7204NS, 
Zutphen, Holland, or just coll 
05750 24597. PS. Disk only! 


Look! No Waiting. Beat this! 
Joysticks: Quickshot 2 £7.95, 
Quickshot 2+ £9.95, Cheetah 1254- 
£6.25, Moch 1 £12.95. Gomes: 

Trivial Pursuit £11.95, PSI Warrior 
£3.50, Supercycle £7.95. Cheques, 
PO to G.D. Computer Topes, PO Box 
106, Gloucester GL3 4LL. (Joysticks 
5Qp p+p) Sae for cotologue 


Discount Software for CBM64/128 
ot 50% off rrp. Soe to: AOW, 104 
Hollywell Rood, Lincoln, LN5 9BY. 


Look! Why wait 28 days? Harvey 
Smith Showjumping £4.95, 
Pubgomes £8.95, Hypoboll £8.50, 
Leoderboord £8.25, Knight Rider 
£7.95, Joilbreak £7.75, Scolextric 
£8.50 (oil C64). C16/Plus/4 gomes 
also available. Cheques, POs to 
GD Computer Topes, PO Box 106, 
Gloucester. Tel. (0452) 864769. 


CBM 64. Swop progs over the 
world. Send your list of stuff to: 
Paduot, 22 Rue Del'Europe, 7490 
Braine Le Comte, Belgium. 


FOOTBALL MANAGEMENT 

3 Classic Football Management Strategy 
Games for all enthusiasts. Each of these 
Quality games is packed with GENUINE 
FEATURES to make them the most 
REALISTIC around. 

PREMIER LEAGUE - A COMPREHENSIVE 
LEAGUE GAME — Play all teams home & 
away, Full squad details all teams, Injuries, 
Team styles, In-match substitutes, Named & 
recorded goal scorers, Comprehensive 
transfer market, 5 Skill levels, Financial 
problems, Team Training, Continuing 
Seasons, Save game, Opposition Select 
Strongest Team and MUCH MUCH MORE! 
64/128K Commodore £6.50. 

WORLD CHAMPIONS - A COMPLETE 
WORLD CUP SIMULATION - From the first 
friendlies, qualifying stages, tour matches 
and onto the FINALS — Select from squad of 
25 players, 2 In-Match substitutes allowed, 
Discipline table, 7 Skill levels and MUCH 
MUCH MORE! Includes a full text match 
simulation with Injuries, Bookings, Sending 
off, Corners, Free kicks, Match timer, Injury 
time, Extra time, Goal times and MORE! 
64/128K Commodore £7.95. 

EUROPEAN II — CAPTURES THE FULL 
ATMOSPHERE OF EUROPEAN 
COMPETITION — Home & away legs, Away 
goals count double (if drawn), Full penalty 
shoot out (with SUDDEN DEATH), 7 Skill 
levels, 2 subs allows, Pre match team news, 
Discipline table, Full team & substitute 
selection, Disallowed Goals and MUCH 
MUCH MORE! Plus FULL TEXT MATCH 
SIMULATION. 64/128K Commodore £7.95. 
FANTASTIC VALUE 
Buy any 2 games Deduct £2.00 
Buy all 3 games Deduct £3.00 
All games are ready for IMMEDIATE 
DESPATCH by first class and include Full 
Instructions, (add £1.00 outside UK). 

From: E & J Software, Room Cl, 

37 Westmoor Road, 

ENFIELD, Middlesex, EN3 7LE. 


Computer Gome Exchonge Club. 
Exchonge your unwonted software. 
C64, C16, Plus/4. Soe for details. 
CGEC, 24 Hollywood Rood, Bolton, 
Lancs, BL1 6HL. 


All Cl6/+4 owners send o £1 
cheque to join the Astrolog Club. 
Receive gomes you hove never 
seen. When you join. You get four 
games 4- Astro news. Send your 
money to: 135 Codmore Lone, 
Chesthunt, Herts, EN8 9JH. 


A Norwegian CBM 64 user wonts 
to swop gomes and programs over 
the world. Only on disk. Many new 
titles. All letters answered. Please 
send your list of your newest 
programs to: Jon Arild Hellebust, 
Tuvidev 188, 5700 VOSS, Norway. 


CLASSIFIED ORDER FORM 


Lineage — 

20p per word to 
private individuals — 

20 words min — 40 words 
maximum. 

30p per word to Trade. 

20 words min — 40 words 
maximum. 

Semi-display — £10 for S.G.C. 
Ring 01-251 6222. 

All classified and semi-display 
advertising is pre-payable. 

When paying for 
advertisements please add 
on 15% for VAT. 


Warning 

It is illegal to sell pirated copies 
of computer games. The only 
software that can be sold 
legitimately through our 
classified section are genuine 
tapes, disks, or cartridges 
bought from shops or by mail 
order from software houses. 
Commodore User will press for 
the maximum penalties to be 
brought against anyone 
breaking these rules We regret 
that due to large-scale 
swapping of pirafed software 
we can no longer allow swaps 
of fapes, disks, or cartridges in 
our classified section. 
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All classified ads are subject to space availability 


PUASf PRINT ft BLOCK CAPITALS 

I enclose cheque/P O for £.made payable to Commodore User. 

Name. 

Address. 

Total number of words. 

Post to AD. DEPT. COMMODORE USER, 30-32 FARRINGDON LANE, EC1R 3AU. 
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# Arcades 




can. 

Various software house 
bosses were seen in evidence 
floating around the stands, in¬ 
cluding US Gold's Tim 
Cheyney, although it's safe to 
assume that most of this year's 
licences have already been 
signed up at the big shows in 
Japan and America at the end 
of last year. 


Domark 
strike back 


ATEI races away 


R a 

t] 


facing games were 
Lthe big attractions 
of the 42nd ATEI show held at 
London's Olympia last month. 

Games like Out Run , En- 
duro Racer and Hang On 
were popular, but it was 
Konami's new Porsche 
simulator Le Mans that at¬ 
tracted the most attention. 
There were four large con¬ 
soles plus two upright units on 
Konami's plush stand, and 
another two over at Deith 
Leisure. There were constant 
queues for them all even on 
the last trade day. The game, 
currently being produced 
under licence to Deith, is only 
available in the country's ar¬ 
cades on test sites. So far 
Blackpool, Brighton and Lon¬ 
don have seen one, but the 
rest of you will have to wait 
until it is distributed around 
Britain in March. And at 
£6,000 not everyone's going 
to shell out for one. After all, 
you could get a secondhand 
sports car for that much! 

• The biggest other single 
coin op company stand 
at the show was Atari's and on 
that most people were giving 
the Red Line Racer unit, an 
overhead driving game, a 
swerve in favour of the neat 
720° console with its 
bludgeoning rock music 
pouring out of the speakers. 


• Elsewhere other 
favourites were Tat- 
sumi's futuristic flight combat 
game, Lock-On which feature 
a neat Heads-Up-Diplay giv¬ 
ing life-saving information as 
to the whereabouts of enemy 
ships, and whether they have 
launched missiles at you. The 
two-handed joystick allows 
you to bank left and right and 
dive sharply. 

• Also on show was Roll¬ 
ing Thunder from Nam- 
co, a comic strip style game 
in which you hunt for a cap¬ 
tured female agent. It allows 
you to search the enemy 
stronghold taking out the 
guards and eventually their 
leader. There are speech 
bubbles but the version I saw 
was Japanese! One other im¬ 
pressive shooting game was 
Danger Zone from the 
American company Cine- 
matronics. It puts you in con¬ 
trol of an anti-aircraft gun 
based on an extremely 
volatile border. Naturally you 
get to take out dozens of 
enemy aircraft, but the in¬ 
novative aspect of this game is 
the cabinet, that allows you to 
sit in as if it were a mounted 
gun. It swivels left and right, 
up and down — the whole 
thing that is, not just the stick. 
We will be taking a closer 
look at these as soon as we 


• Domark have acquired 
the rights to convert the 
Atari Star Wars coin-op 
machines to the 64 and other 
home computers. 

There's little information to 
be had from them at the 
moment since the licence has 
only just be signed up, but 
there will be three games 
from it, Star Wars, The 
Empire Strikes Back and 
Return of the Jedi. 

The games will be 
produced out of house and 
are destined for a Christmas 
launch. 


Licences 


Activision have announced the acquisition of a string 
of arcade licences for 1987. 

Biggest of the titles must be the Sega selection which 
includes the dirt bike machine coin-op Enduro Racer , 
the multi-player shoot out Quartet and Wonder Boy set 
in the jungle. 

Rampage freaks may be overjoyed to hear that the 
Bally-Midway game is also scheduled for conversion. 
You play a monster creating havoc in a large city a la 
King Kong. 

There is also several Nichibutsu titles and one from 
Data East you may have seen called Fire Trap in 
which you have to scale a burning building. 

Over at Ocean the next conversion scheduled for 
release will be the old Mario Brothers platform 
favourite. 









































TOMMY’S 



With all these questions 
to answer, Tommy’s 
never going to find time 
to enter Mastermind. 
Still, he’d rather help 
solve your problems on 
the 64, 128, C16 and 
Plus/4 than sit in front 
of Magnus Magnusson 
(specialist subject 
- tech tips). 
Tommy’s the man to help, 
you. Go on, write to him: 

Tommy’s Tips, 
Commodore User, 
30-32 Farringdon Lane, 
London EC1R 3AU. 




Max 

Headroom 

I know you only answer 
questions regarding the Cl6, 
C64/128, ana the Plus/4 but I 
still hope you can answer my 
queries regarding the 
Commodore Amiga . Can I 
generate and animate objects 
on the Amiga such as Max 
Headroom or can I do video 
clips on the Amiga such as 
Kraftwerks, "Musique No 
Stop", or Dire Straits, 

"Money For Nothing"? 

If so, are there any 
programs for the Amiga to do 
such things? Also, how does a 
computer generate and 
animate characters such as 
Max Headroom and computer 
video clips? Advice and help 
much needed and deeply 
appreciated!! 

Gerard P. Berney, 

Australia . 

Thought you'd catch Tommy out with 
a sneaky Amiga question aid you? It 
takes more than that to beat Tommy! 
The answer is that creations like Max 
Headroom and most video graphics 
are run on dedicated graphics 
systems with considerable memory 
and computing power. The re-draw 
speed for the Max Headroom 
animation makes even the Amiga 
look like a ZX-80 (if anyone out 
there still remembers such a thing!). 

However, all is not lost because 
you can certainly design a picture of 
Max Headroom on the Amiga and 
include limited animation. I say 
limited because if you just wanted to 
make his mouth move tor example, it 
could do so very quickly, but the 
bigger the area you want to 
animate, the slower the overall 
animation will become. 

An extremely good program to 
start you off is Aegis Animator (US 
price £120). This includes animation 
facilities as well as a superb graphics 


program. Animation, whether at the 
Amiga's speed, or those of video 
dips, is really only a series of single 
drawings which replace one another 
fast enough to give the impression of 
motion. Sophisticated systems such as 
those used on TV have clever ways 
of doing that, but the basic principle 
is the same. 

The really difficult bit is working 
out what the changes are in 3D 
graphics! This is wnere the big 
number crunching power comes in, 
calculating the new co-ordinates. 

However, if you really want to 
impress your friends, then by using 
the 'GENLOCK' video mixer you can 
actually mix signals from a video 
recorder or TV input with your own 
computer graphics. You can also 
record the output of the GENLOCK 
onto a video recorder. Now, instead 
of having to generate your own Max 
Headroom, you can display your 
own additions superimposed on the 
real one! 

GENLOCK is available in both 
NTSC and PAL versions, but no 
prices available just yet. For any 
really good graphics though, you 
will need to expand the memory to 
at least 1 Mbyte to allow the 
graphics chips to use the whole 512 
Kbytes they are capable of 
addressing on the current Amiga 
models. 


Memory 

Man 


I was reading through a 
magazine when I came across 
something that shows you 
how much memory you have: 
PRINTFRE(O) and RETURN, so I 
did and I got 12273 bytes 
which is virtually the same as 
when I switched on. 

Then I reset and messed 
around with pokes. On Poke 
44,0 the memory had risen to 
16373 bytes which is 4076 
more bytes. And Poke 43,255 
makes it go down 254 bytes. 


What I would like to know 
is, am I making the memory 
larger or is my computer 
fooling me? 

Paul Green, 

Bootle . 

As the saying goes "You can't get 
somthing for nothing" and the same 
applies to your computer. Rather 
than the computer fooling you, it is a 
case of you fooling the computer. 
Addresses 43 and 44 are the 
pointers to the start of Basic text. 
Since Basic starts at address 4096 on 
the Cl6, by resetting it to start at 
address 0 you have appeared to 
gain 4096 bytes. However, if you 
tried to use or write a program with 
the pointers set to this, the computer 
would crash the minute you tried to 
do anything, because a whole heap 
of important things are stored from 
address 0 to address 4095, including 
the screen memory! 

Likewise, addresses 45 and 46 are 
the pointers to the top of Basic text, 
so playing around with these will 
also fool the Cl6 into showing more 
or less memory than you actually 
have. I am afraid there is no real 
way of gaining extra memory on the 
Cl6 other than to use the 16K add¬ 
on memory cartridge from Tynesoft 
or the internal 48K expansion from 
MCT, giving you 32K or 64K 
respectively. 


Mean 

Machine 


I own a Commodore 64, 
but there are a few problems 
that constantly puzzle me. 

How on earth can you 
program in machine code? Is 
there a special tool needed 
for this? I come across 
rograms which are said to 
e written in machine code 
and consist of phrases like, 
ADC # 15 or STA($FD) etc. If I 
type this in it of course causes 
a syntax error to occur. 
Nicholas Bown, 

Birmingham . 

A machine-code program works in a 
very different way to a Basic 
program. In Basic a built-in program 
called the 'interpreter' looks at each 
line of Basic code and turns it into 
instructions which the processor chip 
(CPU) can understand. In machine 
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code, you have to write the 
instructions for the CPU directly. 
Because the CPU can only 
understand simple commands like 
LOAD A NUMBER INTO THE 
ACCUMULATOR and ADD 1 TO 
THE ACCUMULATOR etc, the 
commands for a machine code 
program are totally different to the 
commands you write in a 'high level' 
language, such as Basic. 

Obviously, it would be extremely 
laborious if you had to write out all 
the commands in full as I have shown 
above, so what is used are 
'mnemonics'; shorthand commands 
such as LDA — Load Accumulator, 
STA — Store accumulator, and ADC 
— Add (contents of a memory 
location) to accumulator. After each 
command are one or more numbers 
relating to the value to be added or 
an address in memory. 

Each mnemonic has an equivalent 
decimal value, so it is possible to 
program in machine-code by 
converting all the commands and 
values into decimal numbers and then 
POKEing these into a suitable area 
of memory using a Basic program. 
Many of the programs you see in 
magazines use this method, but it is 
extremely laborious and error prone. 

A mucn better way is to use an 
Assembler program. This will allow 
you to write the machine-code 
program using the mnemonics and 
will then translate the program into 
the necessary values for you. 
However, you have got to learn how 
to write the program correctly first, 
before you can make use of it. 

If you are interested in m/code, I 
suggest you try one of the m/code 
tutor books or programs such as Dr 
Watson's or Commodore's which can 
explain it in straightforward terms 
with lots of examples. Alternatively, 
a book like Raeto West's 
'Programming the 64' covers a lot of 
ground on using m/code on the 64. 


16 to 128 


V I am at present using a 
Cl6 with a 9-month old 
Ferguson TX 14" colour TV. I 
intend upgrading to a Cl28 
but have several doubts in 
my mind. 

At present, if I have the 
screen background at full 
intensity, I get a wavy effect 
on the screen with characters 
floating from left to right, the 
picture is often quite 
distorted; constantly re¬ 
tuning the TV produces a 
temporary solution, but I 
have found that by running 
the background at intensity 6 
(colour 0, 2, 6) in my own 
programs, the problem is 


solved. I have heard 
however, that the 128 only 
has 16 colours as opposed to 
the C16's 121. Will I still be 
able to avoid the problem in 
this manner, and if not what 
do you suggest? 

Secondly if I manage to buy 
a suitable plug from 
Commodore will my existing 
1531 cassette unit work with 
the 128. (I am fairly handy 
with a soldering iron)? I 
intend also buying a 1570 
disk drive and don't really 
want to buy a new C2N for 
the occasional cassette 
program when I already have 
a cassette unit anyway. (Or 
do you know anyone selling 
suitable adaptors?) 

Martin Preece, 

W. Midlands. 

Some TVs do not like being driven in 
a 'colour saturated' mode, ie using 
discrete colours at high intensity with 
sharp borders between contrasting 
colours. You have been able to get 
round this with the Cl6 by reducing 
the intensity of the colour signals, but 
this is not possible using the Vic II 
chip on the 64/128. It therefore 
seems likely that you will get the 
same problem with the 128. 

This is not the first time I have 
heard of older Ferguson TVs 
suffering from this incompatibility 
with computers, so my suggestion 
would be to try to buy a monitor (the 
1901) which, in addition to giving a 
better 40 column picture, wit! allow 
you to use the 80 column screen as 
well. If that is not possible, then try 
taking your TV to the dealer when 
you buy your 128 and ask to try it 
out. 

However, even if it were to be 
satisfactory in 40 column mode I 
would not recommend you trying to 
use one of the available adaptors to 
give 80 columns on your Ferguson, 
since it would almost certainly be 
unreadable. As for your 1531, it is 
the same hardware as the C2N, so 
you can either rewire the cable onto 
a standard Commodore plug, or buy 
an adaptor. Both are available and 
our local Commodore dealer should 
iave one in stock. 
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Old for New 


W I am looking for a disc 
drive for my 64C and would 
like to know what's 
available. In particular could 
you please clarify the 
difference between the old 
1541 disc drive and the new 
1541C. Some users I have 
spoken to seem to think there 
may be a speed 
improvement, but all the 


dealers I have contacted say 
that only the box has 
changed. 

J. M. Barrett, 

Aldershot. 

The dealers are correct in that the 
basic drive is exactly the same as the 
old 1541, but in a different box to 
match the new design of the 64C. 
What has changed is that the drive 
lock mechanism is now improved 
(and is prefered by many people to 
the old style). I have also neard a 
rumour that some of the 'bugs' in the 
ROM have been corrected, but I 
cannot confirm this one way or the 
other. 

Since there is no speed 
improvement, you can use either the 
old 1541 or the new 1541C with 
either version of the 64; the former 
drives probably being available at 
discounted prices. 


Quick Save 


I am the owner of a 
Plus/4 and have a couple of 
problems I know your infinite 
wisdom will be able to solve 
for me. 

My first problem is that 
during the game "Fire Ant" I 
reset my machine holding 
down the RUN/STOP key and 
hence enter the monitor. Then 
I found I could not restart the 
game nor exit the monitor. 

The second query I have is 
about Turbo's. Have there 
been any turbo load/save 
programs written for my 
machine? 

J. R. Robson, 

Hartlepool. 

Your problem is that most games 
designers/writers will take 
precautions against users breaking 
into the program using the 
RUN/STOP Key. You are not actually 
performing a reset by pressing this 
key, only causing an interrupt which 
makes the computer jump to a 
specific address. By making the 
computer jump to a different area of 
memory where the protection code is 
stored, the games writer can change 
registers etc, before passing on to 
the normal STOP routines. 

If you want to do a proper 'reset' 
then you must use the reset button on 
the side; this will cause a hardware 
reset, but will not affect any machine- 
code programs. Provided you know 
the SYS call address, you can restart 
the game after making any changes 
you wish using either POKEs or the 
monitor. See 'Play to Win' (page 
99) of the Jan issue for further 
details. 

As for a Turbo loader/saver, the 
only one I know of is the Photon 
Load from Wizard Software. This is 


a cassette based system which claims 
to increase loading etc by up to ten 
times, but this may be limited to 
programs you load and save 
yourself, rather than commercial 
programs; I suggest you check 
before buying if you want it for the 
latter. Wizard Software can be 
contacted at 20 Hadrian Drive, 
Redhills, Exeter, Devon, EX4 1SR. 
Alternatively, ring the C16-Plus/4 
Centre on 0322 522631, who may 
have it in stock. 


Screen 

Scene 


Is it possible to save an 
80 column screen to disc using 
the BSAYE command on the 
Commodore 128? Also I 
would be grateful if you could 
tell me how to obtain a 
hardcopy of the 80 column 
screen. I look forward to your 
reply. 

D. Boothby, 

W Sussex. 

Unfortunately, the 16K Video RAM 
used by the 128 in 80-column mode 
is not part of the main system 
memory. Instead, the 80-column 
screen is generated by a totally 
different video chip, tne 8563. This 
has a separate 16K of RAM which it 
uses for the screen, colour and 
character set memory. Thus it is not 
possible to BSAVE an 80-column 
screen because it doesn't exist as a 
valid address area within the 
memory of the main computer; nor 
can it be 'swapped in' like a normal 
16K bank of RAM. 


How then is it accessed? There are 
only two registers, at $D600 and 
SD601 in Bank 15, through which all 
commands to the 80-column chip 
must be funnelled. This is an obvious 
bottleneck and one reason why 
Commodore chose not to include any 
graphics commands for the 
80-column screen. However, it is a 
clever way of gaining an 'extra' 16K 
on top of the normal 64K address 
range. 

One of the simplest ways to access 
the 80-column screen is to use the 
Graphic Expander utility from 
Horasoft. While not allowing the 
ability to BSAVE the screen, it does 
allow you to access the 16K video 
RAM using HPEEK and HPOKE as 
well as make hard-copy screen 
dumps. See review in tnis issue. 















A SENSATIONAL 
COLLECTION OF OUR BEST 
READERS PROGRAMS 


Commodore User present for you, the finest collection of programs ever to appear, er, in a magazine. These stupendous 
examples of programming skill are now available on one cassette, for just £3.50 or on disk for £4. What does this 
amazing offer mean to you? It means you won’t have to bother typing them in. 

This classic collection gives you nine 64/128 programs on one side, and nine 16 and Plus/4 on the other. Did you 
struggle to type them in when they first appeared? Did you give up in abject despair? Your worries are over, just load 
them up and start playing. 

So which great type-ins have we carefully selected for this classic collection? 


ASTROBELTS 

by S Wilson and K Higgott 

Guide your ship through an increasing 

onslaught of asteroids. How for can you 

get? 

PENALTY SHOOT-OUT 

by Stephen Rushin 

Two-player action. Send the goalie the 
wrong way? Will he punch your shot over 
the bar? 


CASTLE QUEST 

by Sandy Munro 

Guide your ship through medieaval 
dungeons, picking up fuel pods and 
avoiding ghouls and guards. No less than 
three screens of graphically brill action. 


CHOPPER 

by A Smith 

Guide your chopper through labyrinthine 
mazes. And then they start to shake. 


Penalty Shoot-out, 
don't dive the 
wrong way 



MUSIC KEYBOARD 



DEMON BREAKOUT 

by Bob Metcalf 

Stop the demons escaping from the fiery 
dungeon. 

HUNCHBACK 

by Sandy Munro 

No less than seven action-packed screens 
for Quasi to get through and ring the bell. 
A type-in this good? Impossible. 


Play golf the Cl6 
way 



Munch the berries 
in Strawberry 
Fields 


by Malcolm Laurie 

Great synth program gives you full control 
over ADSR, filters, voices and octaves. 

TORPEDO 

by Neil Cooper 

Your sub lies in wait, hidden under the 
waves, ready to blast the convoy. 

CHRISTMAS EVE 

by Sandy Munro 

Help Santa by steering through the maze in 
your power-sleigh. Collect presents whilst 
zapping the demons. 


FOR THE 
64/128 



Castle Quest — one 
of our classics 












▲ Seven screens for 
Quasi to negotiate 
— dong 

▼ Test your flying 

skills with Chopper 


CRAZY MAKER 

by DavidGoodfellow 

Three crazy puzzles to drive you batty. 

GOLF 

by Michael Fitzmaurice 

Get the tartan trousers out and make for 

the first tee. 

BLOCKADE 

by Stuart Perry 

Original two-player fun. Steer your line 
away from your opponent’s and the 
border. 



Three crazy puzzles 
to drive you barmy 


MUSIC KEYBOARD 

byPaulTomasi 

Impress your friends, turn your computer 
into a clever little keyboard. 

MISSILE 

by TJames 

You have complete control over the 
missile, as it flies menacingly towards the 
enemy ship. 

TUNNEL 

by P Walker 

Guide your ship down a cavernous 
obstacle-filled tunnel. 


MINEFIELD 

by C Vance 

Grab the gold ingots but avoid the mines 
and fences. 


STRAWBERRY FIELDS 

by Frank Bingley 

One of our classics. Hunch strawberries 
whilst avoiding snake pills and the snake 
itself. Great graphics, great fun. 


CHRISTMAS CRACKER 

by Frank Bingley 

Another megagame. Piece together the 
picture hidden under the grid. Just like 
doing a jigsaw without the box lid. 






Please send me.copies on cassette at £ 3.50 each. 

Please send me.copies on disk at £4 each. 

I enclose UK cheque/postal order for £. 

Or charge my Access □ or Visa card □ ————— r- 
(non-UK orders add £ I to their total) I 1 I 1 1 _ 

Signature. 

Name. 

BLOCK CAPITALS PLEASE 

Address. 


cheques payable to JCL Software Ltd 


.post code. 


Send to: J C L Software, 2 Draper Street, 
Southborough, Tunbridge Wells, 
Kent TN4 OPG. 

























































# Hotshots 


does include one solid asset, the have bought PSS the wargaming corn- 
beautiful Melbourne House office in pany. Wow! Well, you know I like you 
Hampton Wick which are worth up- to know where your money is going in 
wards of £300,000 — however there is this business . . . 
still a sizeable mortgage to pay on this. •Games gossip: Gremlin are not the 
The other interesting news though is flavour of the month with Ocean since 
that and I have to state this is so far un- their impending release, Crackout 
confirmed, Mastertronic do not own bears an uncanny resemblance to the 
the Australian programming and Arkanoid licence game which Ocean 
development branch who brought you are just preparing to ship out. 
the likes of Fist, called Beam Software. Arkenoid as we all know bears an un- 
This company has instead received an canny resemblance to . . . 
offer from the American company •Finally a farewell note. Readers will 
Mindscape. Double Ouch! be at first saddened by the news of a 

• I'm instantly reminded of the grossly deparature from the dearly loved staff 
inflated price that British Telecom of CU. Bohdan Buciak our Dep Head 
paid for Beyond. Not that that mistake and Ukranian correspondent is leav- 
is likely to happen again. There's been ing to become a self made man. BB has 
yet another session of seat shuffling sold his Van Morrison albums and 
over at Telecomsoft with super hard sprocket collection to raise the money 
career woman Paula Byrane taking for a desktop publishing venture. His 
over. Such a meteoric rise to fame for partner in this noble example of British 
one who herself got out of Melbourne entrepreneurial initiative is none other 
House while the going was good, than Ken McMahon, a man known for 
Business Woman of the Year anyone? his doubtful parentage and singular 

• Further rumours of sales and pur- lack of dependability. Anybody 

chases reach my ears. Birtlesman the wishing to have their name and a 
extremely wealthy and powerful suitable dedication inscribed on their 
owners of Ariolasoft, displeased at desk in neat gold embossed letters in a 
their own company's failure to take the typeface of their choice should contact 
software market by storm offered the BB through us. This is sad news indeed 
US Gold/Centresoft group a cool for you, readers, but don't take it to 
£10.1 million to take them over. The of- heart every cloud has a silver lining 
fer was politely turned down, danke and this one is solid with a hallmark, 
schon. This may have something to do The new Dep Ed's gonna be me! And 
with the rumours of an impending boy there's going to be some changes 
stock market floatation of US Gold round here. I'll put a stop to the shilly 
later this year. . . shallying that goes on, oh yes, I'm in 

• Another sale — bored yet? All right charge now, where's my peaked cap 
I'll get it over with quickly. Mirrorsoft . . . 


faster than Guinness shares. First up 
are Melbourne House, the company 
that brought you Fists I and II, Rock 
and Wrestle and Judge Dredd have 
changed hands. After a pretty lean 
year they've been snapped up by those 
kings of cheap software, Mastertronic 
and what's more they didn't pay £1.99 
for it. My sources tell me it was closer 
and exactly approximate to 
£1,000,000. Ouch, that's big dosh. 
Certain other software houses dropped 
out at half that, but Melbourne House 
asked for that price and they got it. 
You'd have thought a good Jewish 
businessman like Frank Hermann 
(Mastertronic's MD) would have tried 
to knock them down a bit, for cash 
maybe? 

Apparently it's been like some of the 
gang warfare scenes of Once Upon A 
Time In America since the takeover. 
Heads have been rolling left right and 
centre with Melbourne House's ad¬ 
ministration and sales staff falling 
under the axe. Most ironic of all was 
the new position for Melbourne 
House's boss Martin Corail who was of¬ 
fered a junior role under Master¬ 
tronic's Geoff Heath, the man you may 
remember he replaced as Managing 
Director of Melbourne House. The 



Naff publicity stunt No. 965: Some bright young spark at Microprose came 
up with the idea of delivering copies of Gunship by helicopter. Was it worth 
it for two copies? 







G et your steel rimmed 
helmets on, take cover I can 
hear incoming gossip! Time 
for the monthly bombard¬ 
ment of rumour . . . 

• It's reached that time of year. The 
time when everyone on the great soft¬ 
ware merrygoround decides whether 
they want to get off or stay on for 
another year. Companies are falling 
like ninepins and changing hands 


fickle wheel of Dame Noel Edmonds' 
Fortune! 

The question is have Mastertronic 
lashed out extravagently? Let's look at 
the facts and figures. Melbourne 
House has been very successful in the 
past and they probably made a million 
alone on Fist, but that was two years 
ago and much of that was probably 
reinvested in new titles most of which 
flopped. So a mill sounds a lot, but it 
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TERRIFIC 
VALUE FOR 
MONEY 

‘Tracker could top the addiction 
charts... 10 out of 10 for sheer 
playability... terrific value for 
money’ 

Commodore Computing International 

‘Controlling several craft at once 
will put your mind into warp mode’ 

Computer Gamer 

‘Presentation is excellent’ 

Commodore User 



Tactical Remote Assault Corps VS Cycloid Al Resistance 

Tracker heralds a new dimension in strategic battle simulations. 
An intelligent life force has infiltrated the central computer on 
Zeugma IV causing the Cycloid police droids to run renegade. 
You must take simultaneous command of up toeightTRAC units 
which form a special TRAC force to intercept the Cycloids and 
regain control of the Centrepoint computer. Its fast pace and 
devious strategic challenges make Tracker the ultimate in 
artificially intelligent strategy games. 



Cycloids swarm the Centrepoint A glance at the long range scanner Attack! Attack! A Cycloid rounds a 

i complex to attack your Skimmer shows four Cycloids homing in on bend. Blast it before it wipes you out 

I TRAC Squad • your Skimmers 



Don’t shoot this one! A Skimmer exits Back to the scanner, to work out the Drop a timebomb in the 

the node that you’re about to enter location of the nearest communication centre and get out 


communication centre before it explodes! 




CBM 64/128 cassette 

£ 14 % 

CBM 64/128 disc 

£ 17.95 



Rainbird Software, Wellington House, 

Upper St. Martins Lane, London WC2H 9DL 
Tel: 01-240 8838 
Rainbird Software is a division of 
British Telecommunications pic 



Screenshots taken from Commodore 64 version 





double ACT FROM data 


WRESTLING 


as seen on Arcade version. 


"" st ake! Can yo^master allth P L° n ?' P ' S at 
reverse punches, and defensSod/ 5 ’ Sp i? S ’ 
to retain your title? blocks needed 

Compete against a friend or rh-.ii 
the computer. Nin^ hot ’ r c ^ a ^ en § e 

settings-plus three espeda? challenjng 6 
screens! 


jS k /;- sar* 

BBhss- 

_ WlTHTr 

DATA EAST 


PRICE OF ONE 
COMMODORE 64 

s-ssaa 

Way. Holford, 








